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COMPLETE, SIZZLING 

SHOOT-'EM-UPS 

ON YOUR MEGATAPE! 

MUTANTS (OCEAN) 

SANXION (THALAMUS) 
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B ATM A N 

is a shadow in the darkness, 
as elusive as a dream. High 
above the seamy streets of 
GOTHAM, he is a criminal s 
nightmare. The only hope for a 
desperate city. . . 

ALEGENDHAS RETURNED 






MOST THRILLING 3D 
DRIVING GAAAE YET! 

Take the wheel of your turbo-charged Porsche 
as you and your partner go in pursuit of 
dangerous criminals all driving an evil array of 
souped-up roadsters. 

TURBO BOOST! 

Need to catch up in a hurry? Well, just one 
press of yourTurbo Button will leave your eyes 
in the back of your head! 

BARRELLING THROUGH 
THE CITY STREETS, 

along the roughest of dirt tracks and through 
busy tunnels -if you can hold the line! The low 
life can run, but they can't hide ... 
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By Bruce Carver, Roger Carver 

and Breat Erickson. 
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8 TURRICAN 

Rainbow Arts shoot-'em-up masterpiece 
earns a Gold Medal. 

12 TV SPORTS FOOTBALL 

Hut, hut, hut! Cinemaware score atouchdown 
mammm m ^ on the 64. 

16 CASTLE MASTER 

No sexism in Incentive's latest Freescape hit: you play either the prince or princess, 
exploring a haunted castle. 

68 HAMMERFIST 

A man and woman fused together - what a subject for a (brilliant) game! 
74 NINJA SPIRITS 

Chris Butler does it again - another Sizzling C64 coin-op conversion. 
78 PLAYER MANAGER 

Anco thrash the competition for the best footy arcade/management game. 
80 INFESTATION 

The game with a record number of bugs! - can you kill them? 





KILLING KOMP 



30 BE A MASTER OF RHYME! 

And win a Sony CD ghettoblaster 
from Incentive!! 




1943 45 

A DARK SKY OVER PARADISE 1 9 

BEYOND THE ICE PALACE 45 

B0ING! 45 

BRITISH SUPER LEAGUE 45 

CASTLE MASTER (S) 1 6 

CASTLE MASTER (Amiga) (S) .16 

CLOUD KINGDOMS 14 

CLOUD KINGDOMS (Amiga) 14 

COLORADO (Amiga) 76 

DRAGON'S BREATH (Amiga) (5) 1 9 
DRAGON'S LAIR ESCAPE FROM 

SINGE'S CASTLE (Amiga) 77 
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FIENDISH FREDDY'S BIGTOPO' FUN 

67 

FOOTBALLER, THE 45 

GAUNTLET 2 (Amiga) 45 

GOLDEN FLEECE, THE (Amiga) 1 9 

HAMMERFIST (5) 68 

HAMMERFIST (Amiga) (5) 68 

INFESTATION (Amiga) (S) 80 

MANIC MINER (Amiga) 45 

NINJA SPIRITS (5) 74 

PLAYER MANAGER (Amiga) (5) 78 

PRO TENNIS TOUR 72 



PUB TRIVIA SIMULATOR 45 

RINGS OF MEDUSA (Amiga) 1 9 

STARFLIGHT 19 

STRIKER 45 

TYPHOON THOMPSON (Amiga) 71 

TURRICAN (GM) 8 
TV SPORTS BASKETBALL (Amiga) 73 

TV SPORTS FOOTBALL (5) 1 2 

WAR OF THE LANCE 19 

WONDERBOY 45 

XENOMORPH (Amiga) 1 9 

X-OUT V 10 

X-OUT (Amiga) *10 




FUSED HIT 
BIG TIME ft) 

The amazingly something 1 Fused r look set to achieve their heart's 
desire: international fame, teenybopper adoration, and lots of 
money due to a great break just six months after forming. The 
group consists of ZZAP! 's Da Vinci, art director Mark Kendrick, 
TGM staff writer Robin Candy, plus lots of computers and 
sequencers (the talented bits). 

The group's first break was Phil King's ZZAP! review of their 
concert, and now they've been selected to play support for top 
ten hit house masters - 808 State. The two groups are appearing 
at the Lunar Dance, Oakengates Town Hall, Telford, Shropshire 
on 20th April 1990. 'Let the Wild Rumpus start: Moon Madness 
in Telford, Dance and Rave with Lunar Energy. ' Tickets are £10 
in advance (Oakengates Box Office: 0952 619020 - Access & 
Visa), £12 on the night, and £25 from Markie. 

Look out for the ZZAP! review soon, and remember we on 
ZZAP! were always their greatest friends. 





C64 Turbo Out Run leaves the others at the starting grid, polling twice as 
many votes as the number 2 game (Batman: The Movie) and nearly three 
times as many as stable mate US Gold game Ghouls '#' Ghosts. Otherwise 
it's business as usual with the Amiga charts changing very little as nothing 
new enters the battle. What no Bomber? 

Turbo Out Run also stays at the top of the C64 music charts with Ghouls 
being the nearest challenger. The rest just don't come close. Both the Amiga 
music and coin-op charts are jammed solid with no leeway given to any title, 
bar Hard Drlvln' making way for Operation Thunderbolt in the coin-op charts. 
Ho hum. 

This month's £20 software voucher winner is John Darren Russell of 
Thoney Close, Sunderland. Congrats, John. 

Don't miss the boat, send us your votes. The NEW address is: ZZAP! Charts, 
Stalag ZZAP!, Newsfleld, The Case Mills, Temeslde, Ludlow, Shropshire, SY8 
1JW. You'll be in with the chance to win BIG MONEY (well, £20 anyway!). 
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TOP 10 C64 GAMES 

Turbo Out Run (US Gold) 

Batman: The Movie (Ocean) 

Ghouls 'N' Ghosts (Capcom/US Gold) 

Stunt Car Racer (MicroStyle) 

Myth (System 3) 

Power Drift (Activision) 

The Untouchables (Ocean) 

Space Rogue (Origin/Mindscape) 

Retrograde (Thalamus) 

MicroProse Soccer (MicroProse) 
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4. 
5. 
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9. 
10. 



TOP 1 0 AMIGA GAMES 

Operation Thunderbolt (Ocean) 

Batman: The Movie (Ocean) 

Kick Off (Anco) 

F-29 Retaliator (Ocean) 

Strider (Capcom/US Gold) 

Sim City (Infogrames) 

Blood Money (Psygnosis) 

Xenon 2 (Mirrorsoft) 

North And South (Infogrames) 

Atron 5000 (Players) 



1. 
2. 
3. 
4. 
5. 



C64 MUSIC 

Turbo Out Run (Maniacs Of Noise) 

Ghouls 'N' Ghosts (Tim Follin) 

The Untouchables (Matthew Cannon) 

Batman: The Movie (Matthew Cannon) 

Citadel (Martin Walker) 



1. 
2. 
3. 
4. 

5. 



AMIGA MUSIC 

Xenon 2 (David Whittaker) 

Ghouls 'N' Ghosts (Tim Follin) 

Batman: The Movie (Jonathan Dunn) 

Double Dragon 2 (Tomas Dahlgren/S Barratt/R Aplin) 

LED Storm (Tim Follin/Mike Follin) 



1. 
2. 
3. 
4. 
5. 



COIN-OPS 

Afterburner (Sega) 

Teenage Mutant Hero Turtles (Konami) 

Chase HQ (TaWo) 

STUN Runner (Atari) 

Operation Thunderbolt (Taito) 



STOP PRESS! 



Thalamus's arcade puzzle 
game Quedex has been out for 
some time in the US as Min- 
droll, retitled by US publisher 
Epyx. The Yanks have also 
produced an Amiga conver- 



sion, now available here with 
Thalamus packaging, but 
retaining the American Min- 
droll title! Confusing, huh? but 
the price is straightforward 
enough -£19.99. 



Back To The Future 

To some in the software industry C64 cartridges seem a step back, 
rather than forward. After all the medium is expensive, takes time 
to manufacture, and everyone remembers thezillion orso ET car- 
tridges Atari are rumoured to have buried somewhere in the 
Nevada desert along with their domination of the US console mar- 
ket. 

But cartridges not only offer instant loading - a great boon in 
the multiload era -they allow publishers to make available games 
only previously available on disk due to the need for near constant 
data accessing (ie Space Rogue, Project Firestart). Given that the 
price of a C64 and sluggish disk drive rivals that of an ST, cartridge 
software offers a great shot in the arm to the C64's software 
potential. Games written fortape and disk could have substantial 
improvements on cartridge, making a slightly higher price accept- 
able. 

Of course, the talk of cartridge still remains conjecture until 
Commodore finally announce their plans- if there really are any. 
But after several years overshadowed by the Amiga, at last the C64 
stands on the brink of enjoying a considerable technical boost. 
That the means is comparatively old, should not detract from its 
great potential, immunity to piracy, and relative cheapness. It 
could succeed, and it makes the pseudo-CD ROM systems look 
sadly lacking in everything other than memory space which is 
unlikely to be used for anything otherthan compilations. Wesin- 
cerely hope if Commodore does make the gamble, software 
houses - and consumers - will provide the essential support. 



SICK ED SEWN UP 



Amazing microsurgery by famed 
surgeon, Prof N Nutz, has been 
performed on the bisected body of 
ZZAP! Editor, Stuart Wynne. The 
success or failure of the operation 
is still in doubt, especially as the 
Geek was helping out with his 
grandmother's thimble and 



whalebone needle. In the mean- 
time the Scorelord - who is totally 
and absolutely innocent of the 
Ed's attempted murder - is so 
enjoying writing reviews he may 
well continue. But what will the 
readers think? 



VIRUS SHOCK 

Last month's hasty preview of the amazing C64 Virus proved to 
be a little inaccurate, with the real release date set months not 
weeks in the future. Rather than using solid 3-D like the Amiga 
game, the unique C64 conversion uses several million hand- 
drawn screens to represent all possible movements of the ship - 
after each joystick movement the relevant screen is loaded in to 
provide an unusual impression of speed. Programmer David Doll 
promises a review copy for early April next year. 



ZZAP! MEGATAPE 6 IS HERE! 



Whatyouwant, iswhatyougetwithyourfriendly 
neighbourhood, listening magazine -ZZAP! 64/ 
Amiga. As soon the results of President Stu's Poll 
came flooding in, we knew it there was a vast 
majority for another Megatape. The Scorekxd 
immediately began phoning up software 
people and making offers they could not refuse 
- ie give us all your games or I'll have you 
beamed up on my spaceship and deposited 
on Mercury without a spacesuit! 

First to succumb to a sudden fit of generosity 
was Dave Birch of Thalamus - the software 
house which broughtyou Retrograde, Armalyte, 
Hawkeye, andSanxion. The most consistent pro- 
ducer of mindbtowing shoot-'em-ups incredibly 
offered the Sizzling Simon for the tape. This was 
the debut product of Finnish programming 
genius Stavros Fasoulas and met with instant 
acclaim from the ZZAP! team, earning 93% and 
a well deserved Sizzler. A horizontally-scrolling 
shoot-'em-up with a novel overhead view radar 
scanner, Sanxion was described by Julian Rig- 
nail as 'one of the most impressive and playable 
shoot-'em-ups I've seen', 

Thesecond software person to offer a game 
was Pam Griffiths of the astoundingly successful 
Ocean, which with the help of a brace of Sizzlers 
and Gold Medals, has grabbed almost a third 
of software sales. The massive Mancunian con- 
glomerate has a long history extending from 
Daley Thompson '$ Decathlon to F-29 Retaliates. 
Currently dominating the charts with the brilliant 
Rainbow Islands, Batman: The Movie, and 
evergreen RoboCop Ocean enjoy the envi- 
able position of massive commercial and criti- 
cal success. A shining part of their history was 
the link with programmers' Denton Designs, who 
produced the 'unusual, visually stimulating and 
highly entertaining shoot-'em-up' Mutants. 
Julian Rignall (again!) called it 'an essential pur- 
chase' and it won a Sizzler with 90%. 

Full instructions for both games are on pages 
27-28. 

After such an amazing, double A-side shoot- 
'em-up spectacular Megatape, the only ques- 
tion is what can ZZAP! provide for the next 
Megatape? The Scorelord is already applying 
his unique pressure to the software houses, and 
rumours abound of an even more amazing 
Megatape on the very next issue. One thing's for 
sure, ZZAP! 62 is going to be a complete sell-out 
so you better make sure you get your copy! 




GAMES 

The wackily named Euro- 
pean Electronic Zoo com- 
pany, previously best known 
for distributing games such 
as InnerPrise's Battle 
Squadron, have stepped into 
the hardware business with 
an external Amiga drive. A 
mere £99, it comes equipped 
with an on/off switch (cor!) 
and a long connecting lead! 
It's 'fully compatible with the 
Commodore 1010 drive' and 
comes in a pack with five 
games. Funnily enough none 
of them require an external 
drive and are, perhaps inevit- 
ably, all a bit dated. For the 
record they're Impact, Exo- 
lon, Super Huey, Goldrunner, 
and Leatherneck. 

Telephone (0453) 887008 
for more details. 




^^^^^^^^^^ ^9^S^^^^* 



KORS 



UX'SCORC 



- ■ 



^ _ H ■ i ■ ft 

4»™ ^ft» 



^ 



» 



5555 
















RAINBOW ISLANDS 

TREASURE 

Over six months after ZZAP! first reviewed the C64 and Amiga 
conversions oftheTaito coin-op hit, Rainbow Islands, Ocean 
have finally got the games into the shops. And after heavy 
play of both versions we'd not only like to remind you of the 
original marks (92% each), but suggest we were a bit mean 
and a Gold Medal might have been required. Both versions 
pack in an amazing amount of arcade payability, graphic 
genius, and incredible hookability - so much so our ailing 
Editor managed to clock up 2,334,960 in the Ludlow hospice! 
Highly recommended - the games that is, not the Ed! 



OOPS DEPARTMENT! 



The Satanic film planning depart- 
ment - led by Antichrist Matthew 
Uffindell - struck again last week, 
printing a photo of Palace's Barba- 
rian with a review of Psygnosis's 
Barbarian, mixing up some preview 
shots and, worst of all, reversing 



the picture of those wonderful 
Teque people so all the names 
were the wrong way around in the 
Shadow kVarr/orsfeature. Potential 
exorcists can apply to the usual 
address. 
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You may think all yourfears 
and nightmares were 
caused by exams, and eat- 
ing cheese late at night. In fact, 
it's all due the three-headed 
monster Morgul. Many millennia 
ago he was banished to another 
dimension by the heroic Devo- 
lon, but now the demon is begin- 
ning to escape his prison. As a 
result fear and terror are on the 
increase and most people 
hardly dare walk the streets! 
Only one man is brave enough to 
take on the monster responsible 
- and it's not Michael Heseltine. 
No, it's you - the Turrican! 

Armed with the very latest in 
hi-tech baddie-blasters you're 
sent off to Morgul's dreaded 
kingdom. The land is split into 
five levels, three of which have 
three sections, and two have 
just two sections. These thir- 
teen sections comprise 1 ,300 
screens! 
The Turrican is obviously an 



A After picking up a jetpack, Turrican floats upwards through a 
vertically scrolling level. 
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A Aw, this alien has nobody - but don't feel pity; he's got a pretty 
mean headbutt! 



Absolutely brilliant! I thought I might have to wait a few years at least 
for something to beat Retrograde. I just can't get over how massive 
each stupendous level is. Not only is there great variety across the 1 3 
levels, but within each load there's an amazing amount of diversity 
which makes progress utterly compelling. I can't get over just how 
massive this game is; each level is simply HUGE and I can't wait to 
see the inevitable maps for it (I may well have to dedicate a good few 
entire tips sections to this game). The amount of frustration when 
people sadly lacking our cheat version are unable to get onto another 
super-brilliant level will be incredible. You simply won't be able to put 
this game down. Level 3-1 , when you abruptly find the screen scrol- 
ling vertically for some shoot-'em-up action, is stunning. And the 
end-of-level baddies are gorgeous. The fish is massive and moves as 
smoothly as you'd expect of an Amiga - if it wasn't our very own C64 
I saw it on, I'd be convinced the host machine had a blitter in it! 

Then there's the weapons, the power beam is not only pretty but 
an extremely useful weapon although it can't cut through the scenery 
- so things are never too easy! The mines, grenades and gyroscope 
transformation are great too, leaving you plenty of room to develop 
your own tactics. To sum up, Turrican is the sort of game you expect 
to find in the arcades. A worthy successor to the Nemesis series in 
fact, and you can't get a bigger compliment than that from me! 





*r I #A dream of a nightmare! I 

■—1 8 : ZZAP! MAY 1989 












PH 



►1 

ML 

Si 





A Turrican uses his laser to fend off one ot Ken's more vicious relatives. 

action-packed guy: he can ' ~- 
duck, jump, lay mines, throw 
grenades, and even transform 
into a spinning gyroscope which 
can zoom through small gaps 
Pressing fire briefly causes 
either the laser or machine-gun 
to fire - depending which you 
have. By holding down the fire 
button you can activate a lightn 
ing bolt; this can be swung 360 







Rainbow Arts' Nikki Hemming earthling promised this was one of the 
best C64 games ever, a claim which almost had me laughing when it 
was first started. A nicely animated Turrican hopping up a few hills 
against a bland background seemed rather dull. But then Nikki 
showed us the waterfalls, the beautifully swirling water pools, the 
fearsome lightning weapon, shimmering diamonds, and ever more 
impressive backgrounds. The variety on just the first section was 
amazing, but then we saw the clenched fist end-of-section monster 
- huge and moving really fast. Mediocre really, when compared to the 
dazzling fish monster, fantastically well-detailed and just as fast mov- 
ing. Then there's the brilliant Giger-style world, with astonishingly 
good background graphics and /4//enface-huggers crawling about - 
just like home really. Turrican is quite clearly a masterpiece of graphic 
genius, but what about gameplay? 

1300 screens make for one massive, maze-like challenge com- 
bined with an awesome shoot-'em-up. A good memory for a route 
will be useless, however, unless you have the brain to use the lightning 
to uncover concealed exits and the skill to take on a horrendous array 
of baddies. Once again all the whinging about the C64's demise is 
shown up as pathetic drivel. Turrican is an absolutely awesome 
experience, developed specifically for the C64 and although there will 
be conversions I doubt if any will match the original's sheer artistry. 
Forget Morgul, Turrican is the legend which is going to haunt your 
fevered nightmares for months to come. Absolutely irresistible! 



erto slice'n'dice 
just about anything. Collecting 
icons can extend its length to 
cover the whole screen! Even 
more formidable are the energy 
lines; tapping the 'space bar' 
sends these out with smart- 
bomb effect. If you die, any 
power-ups you've collected are 
lost, but all the special devices - 
such as grenades, energy lines 
etc - are reset to three of each. 
You can collect more though. 

You also begin the game with 
three lives and three continue- 
plays - the latter can be 
increased by collecting 300 dia- 
monds! And you certainly need 
them with 50 different aliens, 
'tons' of bonus levels, and abso- 
lutely massive end-of-section 
monsters. 



▼ Transforming into gyroscope form allows Turrican to rapidly roll 
around the 13000 screens. 
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I'm speechless . . . Erm, yes 
well I suppose I'd better say 
something! But what can I say 
that the others haven't said 
already? Turrican is simply stun- 
ning with some of the most 
gorgeous graphics ever to grace 
the 64. The levels have great 
atmosphere with superbly 
detailed backgrounds and 
varied enemies lurking round 
every corner. And as for the end- 
of-level monsters, they're huge, 
imaginatively designed, and 
incredibly fast-moving - you've 
got to see 'em to believe 'em! 

Of course graphics alone 
don't make a game, but Turrican 
certainly isn't deficient in the 
gameplay department either. 
The various weapons add an 
extra twist to the excellent 
arcade action: learning out how 
to use them best is a fascinating 
process. The gyroscope is par- 
ticularly innovative (and useful), 
realistically rolling around the 
play area and bouncing off walls. 
And the grenades are a great 
idea as you have to throw them 
at something solid for them to 
explode. 

Overall, Turrican is good 
enough to eat, but if I scoffed the 
disk I wouldn't be able to play it 
- looks like I'll be going hungry 
for a while! 



Amiga owners should have only a 
month to wait to discover the 
delights of Turrican. 





PRESENTATION 90% 

Great packaging, three continue- 
plays which can be increased, and 
good end-screen. 

GRAPHICS 97% 

13 levels packed with variety, detail, 
imagination, and some unbelievable 
end-of-level baddies - who's given 
the C64 a blitter? 

SOUND 90% 

Two rousing tunes within the game, 
with some levels restricted to spot FX. 

HOOK ABILITY 94% 

Very easy into to get into, with a very 
nicely worked out control system. 

INSTABILITY 98% 

1 3 levels made up of a mere 1 ,300 
screens (!) with great graphical variety 
and superb baddies. 



OVERALL 

°/o 




An utterly awesome shoot-'em-up 
with great variety in gameplay as 
well as the superlative graphics. 
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Rainbow Arts, C64 £9.99 cassette, £14.99 disk; 
Amiga £19.99 



have in your 'fleet', each indi- 
vidually armed! 

You begin the game in a shop 
with a hideous alien shopkeeper 
for whom shoplifting is never 
going to be a problem. His most 
expensive goods are four ships 
which can be fitted with 3-12 
weapons. Once selected, a ship 
can be placed on the design grid 



ainbow Arts have practi- 
cally revolutionized the 
old extra-lives concept by 
offering you a range of ships to 





I 



While sharing the 
Welshman's disap- 
pointment with the 
overly familiar alien 
attack patterns, 
thought the great weapons 
choice and technical excellence 
compensated. The graphic 
detail is superbly unpleasant, 
particularly on the end-of-level 
monsters. Working out how to 
deploy your weapons is really 
satisfying - when you get it right. 
C64 tape owners will find it ini- 
tially painful: dying on level one 
means you have to reload the 
shop, high score table, and level 
before restarting. Very irritating 
until you start to make progress 
onto further levels where fast 
loading makes it no more painful 
than any other multiload. Buying 
new ships and weapons betw- 
een levels then becomes a wel- 
come respite between the 
action, and a chance to work out 
new tactics - although maybe a 
bit too much money is offered. 
Definitely recommended if you 
fancy something a bit novel. 







X 




▲ This ship is equipped with three homing satellites (above and to 
the right of it). (Amiga) 



The most impressive thing about X-Out are the weapons 
- you can easily spend hours, even days getting the 
hang of them. Choosing how your satellites will move, 
and where to place them and drones is great. And work- 
ing out which ship to arm how provides great tactical 
depth. Another good idea is how you can swap between two secon- 
dary weapons. 

It's a pity then that the game is otherwise a fairly conventional 
horizontally-scrolling shoot- T em-up. There's a few nice touches, such 
as the aliens which leave matter trails behind them (as in R~Type) and 
impressive mid-level and end-of-level baddies, but only the weapons 
are new. Still, on both formats presentation is first class with great 
graphics and good tunes - especially on the Amiga which so often 
suffers ST game clones. If you're a shoot-'em-up fanatic both ver- 
sions are top notch, but the C64's already got a huge variety of similar 
games and X-Out needed more original baddies. 



T You'll need all your extra weapons (including the two drones in front of your ship) to deal with this baddie. (C64) 






where a number of weapons can 
be fitted. The basic (in-built) 
weapon is a gun for which you 
can choose from three 
strengths of bullet, firing in up to 
three directions. There's also 
three types of guided missiles, 
plus bouncing and smart 
bombs. Up to six drones can be 
released, firing automatically, 
and re-collected. Even more 
impressive are the satellites; 
eight types moving in different 
patterns. 

The most graphically awe- 
some weapons are the super- 
weapons - Fireclaw, Flamet- 
hrower and Energywall - acti- 
vated by holding down fire. 
Between each multiloaded level 
you return to the shop where you 
can uprate your ships, and even 
buy new ones if you have the 
cash! 
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PRESENTATION 88% 

Amazing intro which easily matches 
the Amiga's. Fast multiload, but 
reloading can be irritating. 

GRAPHICS 89% 

Some very good sprites, landscapes, 
mother aliens, and even parallax 

scrolling. 

SOUND 83% 

Good and varied tunes with nice FX. 

HOOK ABI LIT Y 81 % 

Takes time to work out the weapons, 
and reloading a difficult level one and \ 
the shop can be irritating on tape. 

LAST ABILITY 83% 

Eight levels provide a fairly substan- 
tial challenge. 




PRESENTATION 86% 

Great intro, attractive shop scene, 
good instructions. 

GRAPHICS 90% 

Some beautifully detailed sprites and 
landscapes, all designed specifically 

for the Amiga. 

SOUND 90% 

A great soundtrack, different tunes 
for each level with some very good 

spot FX. 

HOOK ABILITY 82% 

A little difficult to begin with, and it 
takes a while to get the hang of the 

weapons. 

INSTABILITY 86% 

Eight varied levels with some great 
mother aliens providing an incentive 

to keep going. 







SYSTEM 3 SOFTWARE LTD., BLENHEIM HOUSE, 1 A5H HILL DRIVE, PINNER, MIDDLE5EX HA5 SAG 

Telephone: 01-866 5B9E. Fax: 01*866 8584 
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ootball has touched d< 
ie C64. This gridiron si 
includes most of the tea 
the original except the 1 
mates' (two player vs co 
option, team and player 
tics, and fumbles. 

Mirroring America's I 
Cinemaware Football L< 
has 28 teams contesting 
sions in the hope of reac 
play-offs, and ultimately 
Cinemaware Bowl. At tr 
of the season, any team 
edited to alter the playe 
names and abilities (sp< 
strength, handling, agili 
change team ownership 
ing it computer or hums 
trolled. Changes are sav 
a blank disk which is ah 
for saved games. 
Both league and exhil 
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American Football beats cricket for slowness, with apparently end- 
less time-outs and a circuit-fusing degree of ridiculous complexity. 
But edited highlights make a convincing case for the drama hidden 
within, a great mix of action and tactical planning which Cinemaware 
have captured quite perfectly. The most amazing thing is the fast, 
slick animation of the beautifully detailed footballers themselves; it 
really is very close to the Amiga original and seems to me to play even 
faster. Combined with the superlative intro sequences, this graphical- 
fineness goes a long way to getting even haters of the sport, such as 
myself, into the game. Planning which play to make, then actually 
executing it provides a compelling tactical/arcade game. I certainly 
enjoyed it, especially sending buffalo-like linebackers crashing into, 
Phil's quarterback. At £20 with hour-long matches, there's no deny- 
ing you need a degree of patience and determination to get the most 
of this complex product, but it's another great C64 game and an 
amazing conversion by Alien Technology Group - obviously a 
superior bunch of programmers! 
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to aim the pass. Holding 
n fire causes him to throw 
the ball, a cross gradually mov- 
ing up the field to indicate where 
the ball will land - release fire to 
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the coin toss - the winners 
choose whether to kick or 
receive the ball at the automati- 
cally-taken kick off. 

Before each play the playcal- 
ling screen appears, allowing 
both offence and defence to 
select from a variety of plays, 
using a combination of two joys- 
tick moves to choose the forma- 
tion and the way the offensive 
players will run (shown by tacti- 
cal diagrams)/defence will 
behave (blitz, or prepare for 
pass or inside/outside run.) To 
add extra variety, the mirror 
image of any offensive play can 
be selected by pressing fire with 
the relevant direction. 




selected, it's onto the scrolling, 
overhead-view field for the play. 
Before the snap (start of the 
play), the positions and assign- 
ments of defensive players can 
be altered (blitz or man-to-man). 
The ball can be snapped by the 
offence in one of two ways: 
pressing fire causes the quar- 
terback to hand the ball to a run- 
ning back at the earliest oppor- 
tunity. 

Alternatively, pull back on the 
joystick and the quarterback 
fails back a couple of yards, 
ready to make a pass. When he's 
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▲ The play-calling section, the diagrams show where your players 
run to - remember what you've got to do! 




stop the cross. If a receiver is 
near enough he may catch tt* 
bail. However, care must 
taken as the bail can also d< 
intercepted by defensive 
players. 

As soon as the ball is eithe 
handed off or successfully pass- 
ed, the rusher/receiver will 
immediately start running 
upfield - you can take over his 
control by moving the joystick. 

The offence gets four downs 
(plays) to advance the ball ten 
yards, in which case they get a 
first down and start the process 
all over again. However, if they 
don t make the distance the ball 
is turned over to the defence - 
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What an excellent conversion 
this is. The game plays almost 
identically to the Amiga version 
with a great variety of running 
and passing plays to choose 
from. Graphics are also very 
good with detailed player sprites 
moving surprisingly fast consid- 
ering there's so much happening 
on the field. The overhead view 
is much clearer than the side-on 
one used in 4th And Inches, and 
gameplay is far superior with full 
control over the quarterback 
and, when the ball is passed/ 
handed off, the receiver/rusher. 
I My only minor niggle is that I 
'couldn't get the quarterback to 
manually roll left/right and pitch 
the ball out to a running back 
(one of my favourite moves on 
the Amiga). This means that your 
opponent can't be fooled by a 
fake run before a pass (a 'play 
action'). But this is a minor flaw 
in an otherwise amazing conver- 
sion. Even though it lacks the 
original's graphical interludes 
and detailed statistics, TVSports 
Football is by far the best Amer- 
ican football sim on the 64, bril- 
liantly combining arcade action 
and strategy. A must for any 
gridiron fan. 
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This puts the chronic ST version to shame! Both graphically and 
playwise it bears a much closer resemblance to the classic Amiga 
game. Okay, so some of the more razzmatazzy aspects are missing 
(especially cheerleaders, boo hoo!), but more importantly the excel- 
lent core of the game has been kept perfectly intact. Both strategy 
and arcade skills are tested to the full - you'll need both to beat some 
of the very intelligent computer teams - and the league offers an 
immense long-term challenge. The game is complex (just like the 
sport) and each match takes well over an hour - this certainly isn't a 
game you can pick up and play for a few minutes now and then. 
However, the reward of learning how to pass efficiently and intelli- 
gently choose plays is a huge sense of achievement. In fact TVSports 
Football is an excellent introduction to the sport, as well as the most 
perfect conversion of the sport any existing gridiron fan could hope 
for. 



PRESENTATION 91% 

Typically excellent intro/outro 
scenes, save/load league options, 
good manuals and quick, albeit fre- 
quent disk access. 

GRAPHICS 92% 

Surprisingly fast and detailed game 
graphics give the Amiga version a run 
for its money! Plus impressive kicking 

sequence. 

SOUND 82% 

Quite a few good tunes, although 
once in play there's just minimalistic 

spot FX. 

HOOK ABILITY 88% 

A bit daunting to begin with, consider- 
ing the matches last an hour and US 
football is so complex. But there is a 
very good practice option and infor- 
mative instructions. 

LAST ABILITY 94% 

Winning a match is a formidable chal- 
lenge, winning the league boggles 

the mind! 





°/o 



The ultimate American Football 
sim has arrived on the C64. A must 

for fans! 





Logotron, C64 £9.99 cassette, £14.99 disk; 
Amiga £24.99 

■ f you never thought of your- 
I self as a small, green-hued 

■ ball capable of rolling in eight 
different directions, now's your 
opportunity. But there's a 
reason why you're such a sickly 
colour: your magic balls have 
been nicked by a tiny, twisted 
oriental tree - Baron von Bonsai! 

The Baron has used the your 
crystal balls to enslave the 
Fairies in Cloud Kingdoms, turn- 
ing them into Bad Insect 
Monsters and Giant Rolling 
Blackballs. They drain your 



energy on contact and guard 15 
kingdoms on the C64, 32 on the 
Amiga. When you start the game 
you have a choice of four king- 
doms to begin with. On complet- 
ing a level you return here, so 
you have a choice of how to go 
through the game. Many levels 
contain tricky features such as 
trapdoors, icy floors, repelling 
pinball bumpers, and magnetic 
suction tiles. 

The game is played against a 
weird time limit, the clock start- 
ing at 99 Manukas (each worth 



▼;Now how do I get to that green diamond, maybe those wings will 
be useful . . . (Amiga) 




Unlike many 
games where you 
merely repeat 
levels with different 
graphics, Cloud 
Kingdoms really forces you to 
develop a new tactical approach 
for each level. The Amiga version 
has quite a few more levels of 
course, but is more difficult 
which can lead to frustration. 
Still, there are some very attrac- 
tive cartoon-style graphics, plus 
some good sonics. 

The C64 version opens with 
.some nice music and whirling 
star fields which really get you in 
the mood, and the in-game 
graphics keep you playing to see 
yet more of them. A more gener- 
ous collision detection and frac- 
tionally slower gameplay add up 
to a thankfully easier game than 
the Amiga. Heartily recom- 
mended. 



about four seconds) - the 
game's over when it reaches 
zero. Time can be put back by 
five Manukas by collecting a 
clock, and 20 Manukas by com- 
pleting a kingdom. But ten Man- 
ukas are lost every time you 
drop down a hole or lose all your 
energy. You can also spend five 
Manukas resetting a level to its 
start position by pausing the 
game, then pressing 'R'. 

Besides the clocks, there are 
Fizzy Pop Bottles to recharge 
your energy, Paint Pots to draw 
bridges under you while you 
move, Wings so you can fly over 
barriers, and Shields for invul- 
nerability. 





Why do I get the 
feeling that I've 
seen this sort of 
thing before? Prob- 
ably because it 
smacks of Quedex. Although not 
as technically impressive, it's a 
lot more enjoyable with the hero 
having a lot of character about 
his bouncy self. The 64 version is 
a superbly crafted game with lots 
of wonderful shading and a host 
of different graphic styles. 

I wasn't too impressed by the 
Amiga game although the 
graphic variety and attention to 
detail are worthy of note (a sur- 
prise to see that Dokk did the 
graphics). The fast scrolling ups 
the pace a bit too much for my 
liking. What's worse, the dodgy 
collision detection is pretty 
mean, making it a tad frustrating 
to play and nowhere near as fun 
as the C64 game. 



PRESENTATION 72% 

No multiload hassle, good cheat 
mode, pause, and handy reset option. 

GRAPHICS 80% 

Very good variety, nice shading, and 
attractive main sprite. 

SOUND 70% 

Good title tune but only adequate 

spot FX. 

HOOK ABILITY 79% 

Surprisingly difficult first level, but 
there are three other levels to choose 

INSTABILITY 80% 

1 5 levels, a variety of routes to victory 
and a tough time limit. Easier gamep- 
lay makes it better to persist with. 




80% 



A well presented and addictive 
arcade-puzzle game. 



micj 



PRESENTATION 62% 

High score table, quit and pause 

option. 

GRAPHICS 73% 

Slick, with great cartoony feel. Very 
good for a puzzle game. 

SOUND 74% 

Reasonable title tune with some good 

spot FX. 

HOOK ABILITY 74% 

Initially difficult, but you soon get the 
hang of it, and the ability to choice of 
four start levels is good. 

INSTABILITY 70% 

32 levels and various ways of getting 
through them makes a big challenge. 
Difficulty might discourage some 
players though. 



OVERALL 

°/c 




A fun, if pricey puzzle game. 
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SHADOW WARRIORS, THE LATEST, 
GREATEST AND MOST AMBITIOUS MARTIAI 
ARTS COIN-OP GAME NOW RAGES ONTG 
YOUR COMPUTER- FEATURING 

INTERACTIVE 

CENIC BACKDROPS! 

THE SECRETS OF THE NINJITSU TECHNIQUES 
HAVE BEEN HANDED DOWN SINCE 
THE MEDIEVAL WARS ...NOW THEY LIVE ON 
IN THEJUNGLE OFTHE AMERICAN 
METROPOLIS. 

■ A THOUSAND YEARS OF THE NINJITSU 
I SECRETS AT YOUR FINGERTIPS... THE 

PHOENIX BACKFLIP 

I TRIPLE BLOW COMBINATION, FLYING NECK 
I THROW, 

HANG KICK 

AND MORE, GIVE YOU A FORMIDABLE 
! ARMOURY OF STUNNING MOVES. 
TAKE YOUR TECHNIQUES TO THE 
STREETS 

SHADOW WARRIOR 

G ...THE HERO OFTHE 
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Ocean Software Limited 
6 Central Street • Manchester • M2 5NS 
Telephone: 061 832 6633 • Telex: 669977 OCEANS G 

Fax: 061 834 0650 




Incentive/Domark, C64 £9.99 cassette, £14.99 disk; Amiga £19.99 



•Thwart the evil Magister, and rescue your brother or sister 



all the spirits haunting the castle 
-their numbers are indicated by 
the spirit level. As not all the 
ghosts are so stupid as to jump 
out at you, a fair part of the game 
involves opening chests and 
suchlike to find the more cow- 
ardly ones. To help you, there 
are three potions and ten keys 
to be found. As with the other 
Freescape games, there's 
plenty of 3-D puzzles and traps 
to strain your tactics. 





A Hoisting the flag inside stalag ZZAP! . . . whoops, I mean the 
castle! (C64) 




I ilia ucmufi, iviciyiaici . woo a 

sleepy sort of spirit until a castle 
was built upon his resting place. 
Once Magister awakened he did 
seek vengeance, but was at first 
so weakened by his slumber 
that the king of the castle could 
humiliatingly throw him out. 

Soon enough though, Magis- 
ter regained his power and 
threw all the castle dwellers into 
a deep coma, creating hideous 
ghouls from their fevered 
dreams. But the Magister wasn't 
satisfied with this revenge; he 
sought to make the whole of 
humanity pay. So he did roam far 
from the castle, in a smelly coat 
to discomfort the victims he told 
tales before murdering. His 
latest outrage has been to kid- 
nap one of the royal family - the 
prince or princess, depending 
on which sex you want to play as 
the rescuer. 

You have twenty-four hours to 
find your twin, hidden in one of 
the castle's four towers, before 
he or she is forever turned into a 
ghost. But before you can free 
him/her you must also destroy 



I much preferred Total Eclipse to 
the previous Freescape games 
as the authentic period scenario 
gave it a believable atmosphere. 
The same applies to Castle 
i Master only more so as the 
graphics are more sophisticated 
with detailed shading. Like the 
previous Freescape games, I 
prefer the 64 version as the sim- 
pler colour scheme is somehow 
i more atmospheric. However 
both versions benefit from the 
[exploratory freedom which 
[allows you to roam the castle at 
will. This means puzzles are 
never frustrating as if you get 
stuck you can always go to 
another tower and approach the 
problem from another angle. On 
the sonic front, both versions are 
good with a continuous Ghouls 
Arid Ghosts-sty\e tune, although 
personally I preferred the old 
\DarkSide music. All in all though, 
\Castle Master is another excel- 
lent Incentive product, with well 
thought-out puzzles and those 
great 3-D graphics. 
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You begin the quest outside 
the castle, and must find a way 
to lower the drawbridge to avoid 
the shark-infested moat. You 
are armed with a slingshot, and 
can run, walk, crawl, look all 
around, and even read plaques 




\ 





Now you know what Stalag 
ZZAP! is like! Well almost: this 
castle's a lot bigger and much 
easier to roam around (lax sec- 
urity - tut, tut!). The puzzle 
gameplay is much less abstract 
(and hence more enjoyable) than 
the earlier SF games like Driller. 
The C64 game obviously can't 
match the Amiga's speed, the 
main problem is when you're 
under threat from a ghost and 
have to move fast - it's too easy 
to panic into pushing forward 
twice, say, instead of once. 
Practice soon puts this right, 
though, allowing you to fully 
appreciate this technically 
excellent product. All in all, for an 
utterly compelling quest which 
will take many weeks to com- 
plete, look no further! 



I must say I was pleasantly surprised by this game. I've never really 
got into the previous Freescape games, and after the superlative 
graphics of Infestation, Amiga Castle Master especially looks disap- 
pointing. It's also a pity the superb intra pic of the castle is spoilt by 
a mediocre selection screen, featuring an effeminate prince and a 
muscular princess! However once you actually get into the game its 
charm soon becomes persuasive. Details such as the manacles in the 
dungeon, the spit in the kitchen fireplace, and the bell in the tower 
really help to create a good atmosphere. Then there's how once 
weakened you can only crawl, the bizarre clues, and the slick way the 
controls work. The moving ghosts, unique to the Amiga, are unde- 
tailed and move slowly - but they rival anything in Infestation and 
show off the host machine. C64 CM compensates for the lack of 
moving ghosts with puzzles and hidden stationary ghosts which have 
to be spotted and shot quickly. By comparison with Infestation, Cas- 
tle Master has less rooms and realism, but it's more fun, packed with 
many more puzzles and is very tough. 
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▼ You get that spine-chilling feeling as you walk down an empty 
corridor - could a ghost be lurking round the corner? (C64) 
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I on the walls - providing brief, 

I cryptic clues. The layout and 

jSgr * * ' I structure of the game is differ- 

in ■; I ent for the C64 and Amiga, with 

5iJt> I the former having the emphasis 

S ^^H8i I on P uzz,es while the latter has a 

~22fifiMtf*l * ew more arcade bits. The game 
^^^■^J can be saved at any time. 

Y Well . . . what's the use of a well without a bucket? (Oh Mr 
Tar buck , it cuts me up, it really does!) (Amiga) 








PRESENTATION 86% 

'Different' scene-setting verses by 
Mel Croucher, music/FX, save/load 
options, disappointing title page. 

GRAPHICS 94% 

Surprisingly quick considering their 
complexity with lots of detail and 
atmosphere; the latter is even better 
than the Amiga. 

SOUND 80% 

Quite good tune, if repetitive, and 
some good spot FX. 

HOOKABILITY 85% 

Not quite as easy to get into as the 
Amiga game, although the more con- 
vincing atmosphere (all muted col- 
ours) is entrancing. 

INSTABILITY 94% 

A sizeable Amiga game has been 
shrunk down to the C64, losing very 

little. 



OVERALL 

°/c 




The utterly unique 8-bit Freescape 
system provides a wonderful 
spooky world for you to explore. 





PRESENTATION 86% 

Good title page, but comical sex 
selection sequence (prince or prin- 
cess being taken off by massive 
claws), save/load option, music/FX, 
Mel Croucher scenario. 

GRAPHICS 86% 

Initially unimpressive, but attention to 
detail with plenty of nice touches 
soon grows on you. 

SOUND 80% 

Spooky tune or atmospheric spot FX . 

HOOKABILITY 88% 

Surprisingly addictive, as soon as 
you walk through the drawbridge you 
start stumbling over little puzzles 
which get you into it. 

INSTABILITY 92% 

Lots of puzzles, two slightly different 
ways of completing it depending on 

sex. 



OVERALL 

90% 



Spookily special. 
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Mindscape, C64 £9.99 cassette, £14.99 disk 



If the Poll Tax wasn't bad 
enough, I.M. Tightwad's 
blasted bank is demanding 
instant repayment of its $1 0,000 
loan otherwise it's going to 
seize the circus! There's only 
one way to raise the money - to 
put on the performance of a 
lifetime... but the traitorous 
clown Fiendish Freddy has been 
sent to sabotage the show! 

After a hilarious scene-setting 
intro, prospective circus savers 
are asked to step forward by a 
carnival hawker. Up to five 
people can participate, either 
putting on a whole show or 
choosing to practise one of the 



six events. Each event is a sepa- 
rate load, divided by an appear- 
ance by the five judges who 
award each player cash for his 
performance. 

The first act is Phenomenal 
Feats Of Diving Daring, where 
Horace climbs an immensely 
high platform to dive into a bar- 
rel first, then as the height 
increases, a teacup! You must 
ensure he lands on target, 
despite Fiendish Freddy trying 
to blow him off course with a fan, 
and also perform various man- 
oeuvres. Waggling the joystick 
builds up momentum until you 
can assume such positions as 



T The judges calmly discuss your performance. 
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Ballet and Dive Bomb! 

Genuine Juggling Genius is 
required by Jeffy- Joe the 
unicycling clown, with a seal 
tossing him skittles and flaming 
torches. Left/right moves the 
clown or, if fire is held down, 
causes the appropriate hand to 
throw up. Jeffy-Joe must also 
watch out for bombs and even a 
baby which has to be returned to 
its cot! 

In Breathtaking Bravado from 
Hazardous Heights the scantily 
clad Finola must leap from 
swinging trapeze to swinging 
trapeze. 

The Deadly and Dangerous 
Daggers of Death has Knancy 
tied onto a spinning wheel with 
several balloons. You must hurl 
a limited number of knives, 
bursting the balloons without 
hitting the girl. 

Tony Tiptoe is the star of 
Tense Travel Techniques on 
Tightrope. A screen-long 
stretch of rope has to be 
traversed using forward to move 
across, with left/right control- 
ling the vital balancing pole. 
Relatively easy - until Freddy 
starts throwing razor-edged 
Frisbees! 

The final event is the explosive 
Combustible Cannons of Colos- 
sal Courage. Fernando climbs 
into a cannon filled with TNT. 
You must then quickly place a 
trampoline where you think he'll 
land. Then the cannon begins to 
fall down; press fire when you've 
got the right angle and Fernando 
goes flying! 

However badly you mess up 
an event, you carry on through 
all six to be rewarded by an 
amusing end-game sequence. 



T The hilarious juggling scene; watch out for Fiendish Freddy and his bombs! 





When Amiga 
Freddy Sizzled last 
year, we regarded 
C64 conversion 
with scepticism. 
But a sensible C64 multiload 
means almost nothing has been 
lost - there's even the hilarious 
intro. Considering the manic car- 
toon-style humour of the origi- 
nal, including a scene where the 
fallen tightrope walker clings to 
the rope before Freddy smashes 
his hand, this is an incredible 
achievement. But behind the 
graphics there's lots of payabil- 
ity - the juggling is particularly 
fun. In effect Freddy offers six 
hilarious, above-average mini- 
games which can be combined 
into a single big game, all at a 
bargain price. Great fun! 





The Amiga game 
was hilarious fun, 
and Fiendish 
Freddy has lost 
none of its humor- 
ous appeal in the conversion to 
the 64. The events are pretty 
much the same as they were; all 
very playable in their own right 
and brilliantly presented with 
gorgeous cartoon graphics. Of 
course there's most fun is with 
more than one player - even if 
you don't save the circus, you 
can have brilliant multi-player 
competitions. The game's 
strongest point is undoubtedly 
its wicked sense of humour, 
which makes even losing very 
amusing. If Fiendish Freddy 
doesn't raise a smile you must 
have a worse sense of humour 
than the Scorelord! 




PRESENTATION 93% 

Attractive box, amusing and informa- 
tive instructions, five player option, 
brilliant intro/interlevel sequences, 

plus a very well thought out multiload. 

GRAPHICS 91% 

The fantastic, cartoon-style original 
has been brilliantly converted. Tons 
Df humour, imagination and great ani- 
mation will amaze you! 

SOUND 82% 

Appropriately circus-like tunes for 
each event, plus effective spot FX. 

HOOKABILITY 90% 

Great intro, friendly multiload and 
easily accessible gameplay make it 
very easy to get hooked . . . 

LAST ABILITY 86% 

. . . saving the Big Top is a substan- 
tial challenge, while multi-player 
option makes' for fun competition, j 
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H PROJECT: Binary code addiction as 
J a means of controlling the world. 

HEAD SCIENTIST: Prof NORMAN NUTZ Phd, 

Bsc, KP. 

RESEARCH EQUIPMENT: C64, Amiga A500, 

liiill 

LAB ASSISTANT: The Geek 



Several readers have asked why the 
Lab %eport is always in mono, I'm 
reliably informed (no names, no pig 
stirill) that it | due to ZZMP! | arcadey 
reviewers (those^ on 
their thumbs — : MemmsiK:^Mev 
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game reviews. Well, after several d$ys 
of arm- ttiristing (not to mention 

I ve -persuaded the %d 

rers a splash of 
t intro iosquhze in 
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DRAGON 

BREATH 

Palace, Amiga £29.99 






warf Mountain (a 
contradiction in 
terms if you ask 
me . ii . oh, you 
didn't) has stood in 
the land of Anrea 
since the beginning 
of time and is the 
source of evil forces that plague 
the surrounding countryside with 
war and famine. The mountain's 
pinnacle holds the secret of 
immortality, a secret craved by 
three Anrean dragonmasters. 
For a spot of amusement (and 
'cause there's only snooker on 
the telly) the Great Lords of 
Anrea permit these three to fight* 
for entry to Dwarf Mountain. 

Scattered across the land are 
three sections of a talisman 
which, when joined, form a key 
to£he mountain. The first 
dragonmaster to successfully 
manipulate his dragons to find 
and keep all t&e sections will gain 
immoitality. 

Before play commences 
choose whidn dragonmaster you 
want to be ; the remaining two ar^fl 
controlled by other humans (if. | 
you know any) or computer. 

Each dragonmaster begins 
with a single dragon, hence the 
basis of Dragon's Breath is to 
breed sufficient dragons to 
search, fight for, and guard the 
talisman pieces^ 

' However, things aren't that 
easy: not only are you harassed 
by the other dragonmasters but 



also by monetary problems. You 
need dosh to finance the building 
of your dragon forces and to 
maintain a good supply of spell 
ingredients (morl aoout spells in 
a mo'). You can carry put tasks 
for needy villages to gain finan- 
cial rewards biit mo# @f your 
money comes from tdxes on vil- 
lages you own. * 

Once you've chosen a dragon- 
master the Castle Screen'is dis- 
played, through which ire^cceS- 
seda detailed and vei^ftforma- 
tive map of the countt^ile , your 
library, your dragons' lair; spell 
laboratory, egg incubator, and 
back door v 

The map permits a detailed 
study of areas and villages across 
Anrea and is the means by which 
you select targets for your dra- 
gons to attack, destroy, over- 
throw, or search. 

The library provides info on 
your financial situation (over- 
drafts are not allowed), news of 
happenings in Anrea (even 
dragonmasters like a bit of gos- 
sip), and your current stock of 
spell ingredients. 

Your inqubator allows 
development of up to four dra- 
gon eggs at a time . Temperatures 
- set at your discretion - at which 
they incubate influence the 
strength of new-born dragons: 
the longer its incubation period 
the stronger the beast will 
be . . . and the more expensive 
to hatch. M 
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up to eignr aragons aitjiougn you 

may have^it^|(Hp[Wffough-.*. 
out Anrea. guard||| villages ^ 

gfff piece s of t he: : tjl^an . Selecting ' 
a dngipi^pelt^ows close study 
of tjpefeature, informing you of 
its health, strength, wisdom, 
eyesight, and whether it's dis- 
eased or not. 

As you sit in the relative safety 
of your castle you dispatch dra- 
gons to perform your dirty work. 
Dragon missions are either 
undertaken by computer or, if 
you're feeling particularly ' 
dexterous, grab the joystick and 
control the fire-breathing feroc- 
ity yourself as he tackles tasks 
given. However, until you 
become proficient with control 
methods, personally directing 
dragons greatly improves their 
chances of dying. 

Your spell laboratory is the 
nub of the game. The manual 
states that you can play Dragon 's 
Breath without ever having to 
use a spell, but as your opponents 
(especially those of the computer 





kmdj.wiU definitely use them 
li^ptstf oil it's be» at least j 



Spns' powers, to affect villages 
increase population of those in 
your control and decrease the 
population of those not), to 
enhance egg incubation, to 
increase your supply of eggs , and 
aid your financial position. They 
are prepared for casting by mix- 
ing ingredients from stock in your 
spell room. Each ingredient 
affects the spell in a positive or 
negative way, as does the method 
of adding it to a spell mixture (a 
fairly complex template helps 
you to sort out which does what). 

Each player tal^es a turn doing 
whatever deeds he sees fit for suc- 
cess: raiding villages, buying J 
spell ingredients, incubating, and 
so on. And when all three are 
satisfied you're returned to the 
start screen where time is moved 
forward one month. Now you sit 
and watch the outcome of 
players' deeds, unless you 
decided to control your dragon's 
exploits yourself - then it's wag- 
gle-that-joy stick time. 

Throughout the game highly 
detailed graphics and an extraor- 
dinary.- sound track accompany 



your efforts to gain entry to 
Dwarf Mountain. And although 
spells are quite complex and take 
some time to master they" add 
excitement and adventure to 
what is otherwise a basic, if very 
pretty, strategy game. So ignore 
the idea that you can play Dra- 
gon 's Breath without using magic 
and get casting; you'll get the 
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hang of it . 3 . after a spell. 



ATMOSPHESf* 
PUZZLE FACTOR . 
INTERACTION 
INSTABILITY * 
OVERALL i 



89% 
N/A 
90% 
87% 
91 % 





Pando ra, Amiga £24. 99 

upplies, supplies! 
Tha^s^^e^^^l voc- 

dis.astrous events occur 
to make you wish you hadn't 
taken this particular job. 

The main part of your ship jud- 
ders out of Hyperspace on the « 
approach to Sirius B but its 
detachable cargo pod decides not 
to follow. Luckily, your on-board 
CNS (Central Nervous System) 
remains calm and manages to 
thaw you out f- cryogenics are 
used extensively in the year 2134 
- and informs you of the situation 
before shutting itself down. After 
a couple of choruses of 'Freeze a 
jolly pood fellow' you get down 
to flying half a ship to your desti- 
nation. Three arduous days later 
you arrive at the Essen mining 
statin on Sirius B. You should 
be^pfeved at having made it but 
theiistinc^ck of life in the com- 
plex causesc%icern; you wonder 

B could have hap- 
" workers 



whalonS: 



f< 



is your main objec- 
your ship and get 
swallow your 
o explore the 



complex in the hope of finding 
the necessary resources (and pre- 
ferably nothing else). You need 
fuel for yqur ship, electrical com- 
ponents for your knackered 
CNS, and sustenance for your- 
self . . But will you survive 
long enough to find them? 

A t'riffic title track full of sam- 
pled shouts an' shots over an 
oriental(ish) tune is guaranteed 
to make you stop and listen 
before inserting disk B to start 
play. When eventually you do, 
the screen changes from a very 
nice graphic of the mining Com- 



plex to six (equally nice) display 
windows. These show your view 
of surroundings (the packaging 
states it's 'Full first person per- 
spective' ... I wonder what. 
"Half first person' would look 
like), inventory, status, direction 
options, special equipment, and- 
items currently carried in each 
hand. ■* 

Locations update jerkily,^)ut 
effectively, as you move around 
with distant areas shown in vary- 
ing depths of shadow which 
lighten as you approach - a very 
nice touch. 

FX are good, especially the 
noise made by your magnum 
(when you find it), but doors, 
machinery, and so on are equally 
enhanced by suitable sounds. 
As you explore deeper into the 





\ complex you come across panels 
containing clothing, weapons, 
food , drugs - to combat radia- 
tion, hunger, -and headaches -or 
computer terminals. Other 
objects, such as data disks, are to 
be found in hard-to-reach nooks 
and crannies within the complex. 
Some of the items available to 
you are explained in the booklet 
accompanying the game while 
many others are left for you to 
discover their use. • 

As you search and destroy 
(yes, you do come across the odd 
alien who needs a good thrash- 
ing) keep an eye on your status 
window: lack of food and drink 
logically affects your health and 
too large a dose of radiation has 
a negative effect on your chances 
of returning home. Drugs can 
help with health problems but 
you need to know codes to access 
suitable medication -administer- 
ing any old narcotic into your 
blood stream could be fatal. 

The essence of Xenomorph is 
mapping: if you don't like having 
to chart your surroundings you 
may not appreciate this game. 
But if you get a kick out of plot- 
ting, pop out and purchase 
<Xenomorph and get down to 
some Sirius game playing! 
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ATMOSPHERE 


83% 


PUZZLE FACTOR 


87% 


INTERACTION 


88% 


LASTABILITY 


84% 


OVERALL 


88% 
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SOFT OPTIONS 
6 HOPE STREET 

HANLEY 
STOKE ON TRENT 

ST1 5BS 
TEL: 0782 204269 




C64 CLEARANCE CASSETTES 



ACTION BIKER 1 ,75 

CYBERNOID 2 2.99 

PIPEMANIA 6.99 

COMBAT SCHOOL 2.99 

EYE OF HORAS 2.99 

FERRARI FORMULA 1 .... 6.99 
THE GAMES CREATOR ... 2.99 

CRACKDOWN 6.99 

GOTHIK 2.99 

GAME OVER 2 2.99 

GARFIELD 3.99 

HOPPING MAD 2.99 

IKARI WARRIORS 3.99 

VENDETTA 6.99 

WEIRD DREAMS 6.99 

STAR GLIDER 2.99 

JACK THE NIPPER 2 2.99 

JOE BLADE 2 2.99 

KNIGHT GAMES 2 2.99 

KRYPTON FACTOR 2.99 

DR DOOMS REVENGE .... 6.99 

NODES OF YESOD 2.99 

DEFENDERS OF THE EARTH 6.99 
PRESIDENT IS MISSING . 4.99 
SPEEDKING 1.75 



C64 CLEARANCE CASSETTES 



KNIGHTMARE 1.99 

LEADERBOARD 2.99 

HEAVY METAL 6.99 

LITTLE COMPUTER PEOPLE 2.99 

MAGNETRON 2.99 

MAX TORQUE 2.99 

MINI GOLF 2.99 

MIAMI VICE 2.99 

MIND SHADOW 2.99 

MOTOR MASSACRE 2.99 

NIGHT RAIDER 3.99 

NEBULUS 2.99 

NETHERWORLD 2.99 

PAC LAND 4.99 

PINK PANTHER 3.99 

PASSING SHOT 3.99 

OKINAWA 2.99 

ACTION SERVICE 2.99 

DOMINATOR 3.99 

GRANGE HILL 2.99 

TRIVIA 3.99 

RETROGRADE 6.99 

KANE 1.99 

IKARI WARRIORS 2.99 

GREEN BERET 2.99 



C64 CLEARANCE CASSETTES 



QUEDEX 2.99 

WONDERBOY 2.99 

RETURN OF THE JEDI .... 3.99 

RICK DANGEROUS 6.99 

LAZER SQUAD 6.99 

SANXION 2.99 

PLATOON 2.99 

IK + 2.99 

SUPER SPORT 2.99 

SABOTEUR 2 2.99 

SHADOWS OF MORDOR . 2.99 

SKATE CRAZY 2.99 

STREET HASSEL 2.99 

SNARE 6.99 

SIDE ARMS 2.99 

AFTER THE WAR 6.99 

SIDE WALK 2.99 

STAR RAIDERS 2 2.99 

SKOOL DAZE 2.99 

SUPER WONDER BOY .... 6.99 

TIME SCANNER 3.99 

TOP FUEL CHALLENGE .. 2.99 

SLY SPY 6.99 

VIEW TO A KILL 1.99 

THEATRE EUROPE 2.99 



C64 CLEARANCE CASSETTES 

BETTER DEAD THAN ALIEN 2.99 



E-MOTION 6.99 

KLAX 6.99 

ENDURO RACER 2.99 

CAPTAIN BLOOD 3.99 

CYBERNOID 2.99 

ELIMINATOR 2.99 

ARMY MOVES 2.99 

ACTION FORCE 2.99 

ATHENA 2.99 

ANDY CAPP 2.99 

ANNALS OF ROME 4.99 

MANCHESTER UTD 6.99 

PLAYER MANAGER 6.99 

X OUT 6.99 

BOMBUZAL 3.99 

BLOCKBUSTERS 2.99 

BATTLE FOR MIDWAY ... 2.99 

BLASTEROIDS 3.99 

BIGGLES 1.99 

GUNSHIP 9.99 

A P B 6.99 

RACK EM 2.99 

FAST BREAK 2.99 

SUPER HANG ON 2.99 



C64 SPECIALS 



CHASE HQ 6.90 

STUNT CAR RACER 6.90 

ROBOCOP 6.90 

CABAL 6.90 

OP THUNDERBOLT 6.90 

TURBO OUTRUN 6.90 

RED HEAT 3.99 

GHOULS & GHOSTS 6.90 

WILD STREETS 6.90 

SNARE 6.99 

BALLISTIX 6.99 

VENDETTA 6.99 

BLUE ANGEL 6.99 

COBRA 2.99 

THE GREAT ESCAPE 2.99 

STREET FIGHTER 2.99 

SPITFIRE 40 2.99 

SPOOKED 2.99 

MYTH 7.99 

HARD DRIVING 6.99 

TOOBIN 6.99 

DAN DARE 3 6.99 

RETRO GRADE 6.99 

MICROPROSE SOCCER .. 9.99 
BOMBER 7.99 



~~ C64 SPECIALS 

RENEGADE 2.99 

PREDATOR 2.99 

TOP GUN 2.99 

RAMPAGE 2.99 

SHORT CIRCUIT 2.99 

HYPER SPORTS 2.99 

IK+ 2.99 

SUPER SPRINT 2.99 

PING PONG 2.99 

RENEGADE III 4.99 

RUN THE GAUNTLET 4.99 

TRACKER 2.99 

UNTOUCHABLES 6.99 

BATMAN THE HOME 6.99 

TOM & JERRY 2 6.99 

BLOODWYCH 6.99 

I JONES LAST CRUSADE . 6.99 

ALTERED BEAST 6.99 

POWER DRIF 6.99 

NEW ZEALAND STORY .. 6.99 

NINJA WARRIORS 6.99 

THUNDERBIRDS 6.99 

SHINOBI 6.99 

REAL GHOSTBUSTERS ..6.99 
T K 0 2.99 



SALE TIME AT SOFT OPTIONS - CAN YOU AFFORD TO MISS THESE 

ALL ORDERS SENT 1st CLASS POST, P&P UNDER £5 

75p, OVER £5 P&P IS FREE 

PLEASE NOTE 50p SURCHARGE FOR ACCESS & VISA ORDERS. IN STOCK ITEMS DESPATCHED BY RETURN 



SALE 


SALE 


SALE 


SALE | 


SALE | 



THE BIZ 

R-TYPE, BATMAN, 
DOUBLE DRAGON, 
OPERATION WOLF 
OUR PRICE £9.95 



FOOTBALL MANAGER 2 

+ 

EXPANSION KIT 
ONLY £6.75 



100% DYNAMITE 

DOUBLE DRAGON, 
LAST NINJA 2, 
AFTER BURNER, 
WEC LE MANS 
ONLY £9.95 



TV SPECIALS 

BLOCKBUSTERS 
EVERY SECOND COUNTS 
KRYPTON FACTOR 
NOW £5.95 



SALE 



SUPREME CHALLENGE 

FOOTBALL MANAGER, 
HANDBALL MARADONA, 
WORLD CHAMPIONS, 
PETER BEARDSLEYS 
SOCCER SUPREMO 
ALL 5 GAMES £6.99 



THEY SOLD A MILLION 

DECATHLON, BEACH-HEAD 
JET SET WILLY 
STAFF OF KARNATH 
ONLY £3.95 



SOLID GOLD 

GAUNTLET, ACE OF ACES, 
LEADERBOARD, WINTER 
GAMES, INFILTRATOR 
ALL 5 GAMES £3.99 



WICKED GIANT GAMES PACK 

CONTAINS 50 GREAT 
ARCADE ACTION GAMES. 
TOO MANY TO LIST. 
EXCELLENT VALUE. 
£8.50 



C64 DISK 

THE UNTOUCHABLES .... 8.99 

BATMAN THE MOVIE 8.99 

CHASE HQ 8.99 

RENEGADE III 8.99 

RUN THE GAUNTLET 7.99 

RAMBO III 7.99 

OPERATION WOLF 7.99 

MATCHDAY II 7.99 

CABAL 7.99 

DRAGON NINJA 7.99 

BATMAN CAPED CRUSADER . 7.99 

SPECIAL ACTION 9.99 

THE BIZ 9.99 

MEGAMIX 9.99 

100% DYNAMITE 9.99 

COMMODORE C2N TAPE DECK 
RRP £44.95 
OUR PRICE £19.95 
WHILE STOCKS LAST 
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reat * 
, Vdragcgs l 
^ en banished 
from Ansalon, in the 
kingdom of Krynn, 
foT more than a mil- 
lennium ;• people are 

beginning to take 

their now-peaceful existence for 
granted and security has become 
lax. And so it is with little effort 
that Takhisis, Queen Of Dark- 
ness (and villain of almost eyery 
Advanced Dungeons And Dra- 
gons scenario) and her new ally, 
Highlord of Neraka, muster 
draconian forces and taste vic- 
tory in their firstbattle with the 
armies of Whitestone (he's the 
good guy). Krynn's in the poo 
once again! Are you person 
enough to face the challenge of 
battle and drive Highlord back to 
the Khalkist Mountains from 
whence he crawled? 

War Of The Lance ( WOTL) is 
a one or two-player game with 
either a friend or your 

look after ^|©il|s^||: 
:^^|>a^plas|s^i:^©^ 

thirty fame im'mfWM 

time both players 

"armies in battle to conquer 
enemy territory . While bloody 
battles are being fought, champi 
ons quest for magic items to help 
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HO*>t CURSOR OR FKCSS <fcUTTQH> 



TO ex* 7 



cft&age their 



your cause. Alternatively, you 
may dispatch dip lomats rather 
^n soldiers in an effort to gain 

::'a||fe« :: |||»|her countries. 
b :;«Jp|lcan be won in two 

p|^ : : by kaving more points than 
your enemy at the end of play or 
by destroying his central nations. 
^^^^PHfe;.^j^cted who's 
pitying whom you choose either 
Campaign - the start of the war 
when Whitestone has no allies; or 

iScenario - further into ihe war ^ 

When both sides have allies and 



Highlord has several conquered 
nations to brag about. There then 
follows a number of options 
allowing you to alter strength of 
units, lost-unit replacements, 
alliance percentages (how willing 
a country might be to join you), 
and combat effectiveness.- 

Play consists of several phases 
which include Message, Quest, 
Diplomatic, Movement, Recov- 
ery, and Combat (possible on 
land, sea, or in the air) - and 
players take turns at each. AH 




FLIGHT 



Electronic Arts, C64 £14.99 




t you want Starftighfs full 
scenario take a butcher's 
at ZZAP! 59 (page 22). 
However, for those too 
lazy to do even that, the 
basic plot involves you 
and your selected crew 
planet hopping and min- 
ing for minerals and artifacts to 
sell for profit to enable you to 
improve your ship (and to better 
tram your crew) so you can travel 
farther afield to make even big- 
ger profits. You also need to find 
out what's wrong with earth's sun 
before it goes nova . . . it's what 
lescent space hero would do ! 
M^H^rport section - where 



Crewr 
trading 
a 




itment , commodity 
and ship upgrading take 
"lually very different 
fcnnier) than the 
fsion . You' re depicted 
|an in a gleaming 
suit wh%struts hori- 
g a corridor of 

ing vei^ smartly 



u pd sot t & 
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befoi^ entering modules. He also 
taps ms feet impatiently if you 
don't interact with him fc^ a 

while. * C 

Most other sections, such as 
decking out your ship, space 
flight, searching planets and so 
on, are similar to the Amiga 
game although minor (pun 
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phases are complex, highly 
detailed; and require much 
thought if a winning move is to be 
llnade, but then isn't that the basis 
16f all good wargames? 

WuTL was designed by David 
Landrey (also respfnsible for the 
|award-winning Gettysburg and 
Battles Of Napoleon) which 
explains its depth, profes- 
^pnalism, attentiqn to detail, 
[Wad intricate strategies. 
MjA particularly refreshing fea- 
fc^e is that the whole game comes 
^™ one, d^dbl^^p disk -there's 
ne of tiis -IraRrt disk 12, side 
' confiisi<^ which has been far 
too prevalent of late. 
II I should stress that even 
though you may have enjoyed 
<mpr SSI/AD&D products, 
don't go rushing out blindly to 
buy this one. You might be disap- 
pointed; it's their first' Wargame ' 
Sand as sucfo lacks the graphics (li- 
mited to i^ns^lashing around on 
a basic, but scrolling, map), 
sound, and yi5U|| effects featured 
in Pools OffiMimice or Chmrtffp 

6ns Of ^ that, 
WOTL might be a good introduc- 
tion to wargaming. Jf you like the 
Dragonlance scenarios, and 
pretty pictures d^p^ rti^kaoi' 
break a game fo^ou then you're 
half wav there^^pl'"! : ' IJ r U 



ATMOSPHERE 
PU2ZLE FACTOR 
INTERACTION 
LAST ABILITY 
OVERALL ^ 



79% 
N/A 
78% 
81% 
80% 



intended) differences such as 
having no SCAN or LOOK 
option to examine planetside 
objects and the use of coloured 
blocks instead of icons for object 
identification exist. 
Starflighfs depth and massive 
play area is maintained on the 
C64 (270 star systems and 800 
planets) and music and FX are at 
least as good (bad?) as on the 
Amiga. It's only graphics (and' 
their animation) that are actually 
worse (hard to believe) on the 8- 
bit machine. However, as St ar- 
flight involves trading, communi- 
cation, and strategy, graphics 
take a back seat (more like 
locked in the boot actually) to 
game play. 

The C64 version gets a better 
mark than its Amiga counterpart 
'cause, for it to be such a close 
downgrade, the creators (Binary 
Systems) couldn't have been try- 
ing very hard on the 16-bit game. 



ATMOSPHERE 
PUZZLE FACTOR 
INTERACTION 
LASTABILITY 
OVERALL 



82% 
N/A 
77% 
86il 
83% 




Full range of Amiga, ST, SEGA, 64, SPEC, AMSTRAD, PC, PCW, 2600,XI/XE, BBC 



64 DISCS 

VENOM STRIKES BACK 3.99 

FOXX FIGHTS BACK 3.99 

DAVID CRANES GAME MAKER 5.99 

FLYING SHARK 3.99 

EXOLON 3.99 

NETHERWORLD 3.99 

SOKO BAN 4.99 

INTRIGUE 4.99 

PRESIDENT IS MISSING 3.99 

DEF CON 5 3.99 

PEGASUS BRIDGE 3.99 

ENLIGHTENMENT, DROID II 2.99 

ARTURA 3.99 

HERCULES SLAYER OF THE DAMNED .... 3.99 

MUNCHER 2.99 

MICKEY MOUSE 4.99 

NORTH STAR 3.99 1 

SUPER SCRAMBLE SIMULATOR 4.99 

GARY LINEKARS SUPER SKILLS 3.99 

PROGRAMERS TOOL BOX 4.99 

LA CRACKDOWN 5.99 

BLASTEROIDS 3.99 

GRAPHIC ADVENTURE CREATOR 5.99 

MAINFRAME 3.99 

COMPUTER CLAASICS, 5 GAME COMP. . 5.99 

DE JA-VU ; 4.99 

STREET SPORTS SOCCER 3.99 

ACE 2088 3.99 

SDI 3.99 

FLINTSTONES 3.99 

APACHE STRIKE 5.99 

WICKED 3.99 

KARATE ACE 5.99 

PUB GAMES 3.99 

ADDICTABALL 3.99, 

CALCKIT 4.99 

AFTERBURNER 3.99 

RUNNINGMAN 4.99 

TIMESCANNER 3.99 

THUNDERBIRDS 4.99 

PACK OF ACES 4.99 

(International Karate, Boulderdash, 
Who Dares Wins II, Nexus) 

STARCROSS 2.99 

SUSPENDED 2.99 

DEADLINE 2.99 ; 

MICROSCRIPT 128 9.95 

MICROCLERK 128 9.95 

GEOS INCLUDING GEO WRITE 9.95 

EASY STOCK 9.95 

SIMONS BASIC (ROM) + EXTENSION (Disc) . 14.95 

CERTIFICATE MAKER 8.99 

TOP FUEL CHALLENGE 2.99 

SABOTOUR, THANATOS, DEEPSTRIKE, 

SIGMA 7 3.99 

SUPERSPRINT 2.99 

BASKETBALL 2.99 

THREE STOOGES 3.99 

ALIEN 2.99 

INTERNATIONAL KARATE 2.99 

ROY OF THE ROVERS 2.99 

SOUND STUDIO, SYNTHABISER & HOME REC 

SOFTWARE 2.99 

MACRO ASSEMBLER DEVELOPER 9.99 

LOGO 9.95 



64 CASSETTES 2.99 EACH 

FOXX FIGHTS BACK, BUGGY BOY, SUPER SPORTS, BIONIC COMMANDO, MASTERS OF 
THE UNIVERSE, TREASURE ISLAND DIZZY, SOUTHERN BELL, PAPERBOY, 
NETHERWORLD, BARBARIAN, CAPTAIN AMERICA, WORLD CLASS LEADERBOARD, 
TRANTOR, WIZBALL, SUPERSPRINT, GREEN BERET, HOPPING MAD, PLATOON, 
FOOTBALL DIRECTOR, 1942, MINI GOLF, 720°, DARK FUSION, CYBERNOID, MURDER 
ON THE ZINDERNAUF, DALEY THOMPSON, CHAIN REACTION, ENDURO RACER, 
ESPIONAGE, GAUNTLET, BOMBUZAL, HARD BALL, SIDE ARMS, HYPERSPORTS, TETRIS, 
BREAKOUT CONST KIT, PANDORA, MATCH POINT, ZYNAPS, PITSTOP II, EXOLON, 
POSTMAN PAT II, MARAUDER, PREDATOR, ACE 2088, RAMBO, JAIL BREAK, RAMPAGE, 
REPTON 3, RENEGADE, SORCERER LORD, ROAD RUNNER, TRACKER, SHORT CIRCUIT, 
SPACE HARRIER, SPY HUNTER, SUPER CYCLE, TOP GUN. 



64 COMPILATIONS CASS 
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WARGAMES 4.99 

(Battle for Midway, two Jima, Okinawa) 

GAMES 2.99 

(Stellar 7, Forbidden Forest, Talladga 

Fight Night) 
SPORTS GAMES 4.95 
(Basketball, American Football, Baseball) 
GAMES 2.99 

(European Games, Ian Bothams, Bombo, 

World Cup II) 
Games 4.99 



(Elite, Tetris, Ace 2, Starglider, Sentinal) 

6 FLIGHT GAMES 6.99 
(Spitfire 40, Strike Force Harrier, Advanced 

Tactical Fighter, Ace, Air Traffic Control, 
' Tomahawk) 

7 SPACE GAMES 6.99 

(Cybernoid, Zynaps, Exolon, Xevious, Venom 
Strikes Back, North Star, Trantor) 

5 CLASSIC GAMES 2.99 
(Zynaps, Dynamite Dan, Aliens, Into the Eagles 

Nest) 



SPECIAL DEALS 

V6 PRICE MICROSWIFT SPREADSHEET 

One of the most powerful spreadsheets for the Commodore 64 

* EASY TO USE POP UP MENUS 

" ENORMOUS SPREADSHEET A1- BL254COMM 128 

A1 -Z254COMM64 
" HIGHLY FLEXIBLE CELL FORMATING COLUMN WIDTHS INDIVIDUALLY 
VARIABLE. 

* LOTS OF NUMERICAL DISPLA Y OPTIONS 

* HORIZONTAL OR VERTICAL SPLIT SCREENS 
' EASY INTERFACE TO PARALLEL PRINTERS 

* GRAPHICAL DISPLAY OPTION 

RRP DISC 19.95 CASS 14.95 

SPECIAL PRICE DISC 9.95 CASS 7.45 

COMMODORE SOUND EXPANDER 

FM sound - up to 8 notes at one time. Realistic sounds. Selection of preset sounds. 
1 2 preset rhythms. Sound output through TV, monitor or HiFi. Riff machine. 

£9.95 CASS OR DISC p&p 75p 

MUSIC EXPANSION SYSTEM 5 OCTAVE KEYBOARD 

Full-size piano keys. Programmable synth software. Build up recording one track 
at a time and play back as complete composition. 

£49.95 CASS OR DISC p&p £5 

INTRODUCTION TO BASIC PROGRAMMING 
parts 1&2 ONLY £9.95 

LEARN TO PROGRAMME YOUR COMMODORE 64 

64 CASS SPECIALS 3.99 each 

SPEEDBALL, GAME OVER 2, TRIVIA, TERRY BIG ADVENTURE, EYE OF HORUS. 



AMIGA 
SOFTWARE 



MENACE Psygnosis 8.95 

BAAL Psygnosis 8.95 

ARCHIPELEGOS Logotron 8.95 

GALAXY FORCE Activision 6.95 

FIREZONE Pss 7.95 

BOMBJACK Elite 5.95 

TERRORPODS Psygnosis 8.95 

SOLITAIRE ROYALE 

Spectrum Holobyte 7.95 

WICKED Electric Dreams 9.99 

DEF CONS Cosmi 6.95 

DEFLEKTOR Gremlin 4.99 

FERNANDEZ MUST DIE 

Image Works 6.95 

CAPTAIN FIZZ Psygnosis 7.95 

CONFLICT EUROPE PSS 8.95 

THUNDERBIRDS Grandslam .. 6.95 
PASSING SHOT TENNIS 

Image Works 7.95 

HKM US Gold 6.95 

STAR BLAZE Logotron 5.95 

AEGIS SONIX 

Requires 2 Drives 29.95 

TERRYS BIG ADVENTURE 

Grandslam 7.95 

THEXDER Sierra 6.95 

TAKE-EM-OUT Artronic 9.95 

ARTURA Gremlin 5.99 

OUT RUN US Gold 9.95 

WORLD CLASS LEADERBOARD 

US Gold 9.95 

BATTLE VALLEY Hewson 7.95 

ZYNAPS Hewson 6.95 

CYBERNOID Hewson 6.95 

EXOLON Hewson 6.95 

SLAYER Hewson 6.95 

PIONEER PLAGUE Mandarin .. 5.95 

PACLAND Grandslam 6.95 

ROAD BLASTERS US Gold 6.95 

EYE OF HORUS Logotron 8.95 

THE BLACK CAULDRON 

Sierra 9.95 

BALUSTIX Psygnosis 7.95 

TIME & MAGIC Level 9 9.95 



WHERE TO BUY: 
EITHER AT 



19 THE BROADWAY 
THE BOURNE 
SOUTHGATE 
LONDON 
N14 6PH 



UNIT 6 
MIDGATE 
PETERBOROUGH 
CAMBS 

PE1 1TN % 



5 LYNTON PARADE 
CHESHUNT 
HERTS V 
EN8 8LF 



MAIL ORDER TO: 
5 LYNTON PARADE 
CHESHUNT 

HERTS '^§5^ 
Tel: 0992 640050 




TAGE AND PACKING: 1-3 ITEMS 75P, 4 OR MORE £1.00 
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Among all this mining, 
fighting, and trading are the 
aforementioned five magic rings. 
Ea<?h one enhances your powers 
ift a certain way, and when all five 
are in your possession you can 
summon Medusa andfndpefully 
;> &k her out of More: 



it old boa bonce, 
Medusa ravaging the 
JHlgdom of Morenor. 
, She's must be hisssteri- 
cal if she thinks Crown 
Prince Cirion is gonna 
stand for that load of 
adders: just 'cause her horde of 
demons and dragons have over- 
thrown the land and left him a 
pauper doesn't mean he's 
finished. All he has to do is make 
enough money to build a* massive 
army then find five magic rings so 
he can summon Medusa and 
challenge her to a final, bloody 
battle for the kingdom . . . it 
seems like a good day for Cirion 
to have stayed in bed. 

Alone on the plains of 
Morenor, with only a thousand 
monetary units for company , the 
task ahead seems awesome. But 
a crown prince has gotta do v^Rt 
a crown prince has gotta d< 
standirt^^^p 

,wm; : .kM|ii^Si 

rigllKwi^l^ ; ; 

Towns are sew 
opt Morenor (sdmi; 
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ADVENTURE 
HELPLINE 




Do you play computer adventures? 
Have you ever been faced with a 
seemingly impossible situation? 

WE CAN HELP 



Our adventure rescue 
team work 7 days and 7 
evenings a week and will 
be pleased to answer 
your queries. Open 
noon till midnight. 
We offer help with any 
games or any computer 
- so if you are tearing 
your hair out ring this 
number now! 

0898 338 933 



I^^^^Bfcjrtill) and it is in 

iHirrt that mos£«money-making 
tasks are performed in an effort 

visit If ' the :|>aJk should get you 
started, as arranging a loan is a 
doddle § although you do have to 
pay iijjack within three months 
or people in the area will cease 
trading with you . 5 

Also in towns are temples, 
staWisl|arks, pubs, jewellers, 
pasties, and so on . And once . 

you've secured a loan you could 
do worse thah visit the local 
stable and buy a couple of wag- 
ons (complete with Jiorses) to 
improve yourcommodity-carry- 
ing capabilities for trading betw- 
een towns (Elite style). Poppin 
into the pub is a good pastime i 

pou feel lucky (well do ya punk?) 
'cause there's always a game 
similar |p Blackjack available 
andyouin^ay jgfeypme out with a 
profit (but t woul|nj# bet on it). 

If yojpan^j|lhey left from 
your town Wanqermgs you might 
take a walk to the park to hire a 

, soldier or twD (try doing that in 
this country) to help protect you 



4 



from attack by villains and - 
thieves outside the town gates. 

Travelling from town to town 
gives you an idea of market prices 
m each (the greater the distance 
between towns the greater the 
price difference of certain com- 
modities). Also, some towns 
specialise in particular products, 
jmaking them a snip for the travel- 
ling trader to buy and creating * 
bigger-f rofits when he sells them 
elsewhere. 

Trading isn't the only wa^ to 
make money : should you find ore 
on your over-land travels you can 
set up amine (if you canafford 
the necessary equipment) and 
sell the excavated minerals. You 
can also look for treasure (again 
requiring expensive equipment) 
or , should you have a strong 
enough army, attack other 
armies and nick their booty. 

Wanderings ar en 'Restricted 
to land however, and, when 
you're rich enough, you can buy 
ships to travel to the many islands 
surrounding Morenor, perhaps 
indulging in a little piracy along 
the way. 
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All "f^iSi^^^^^^^^:;^; 

Medusa (recruiting and arming 
soldiers and sailors, fighting, |i 
buying and selling, mining for 
ore, and protecting lPe;<i^t^tt|||' 
towns) are deiaMB::m<^m^m^^ 
some strategic thought, "Visual ^ 
displays are neat, using nicely- 
drawn graphics and smooth (if 
limited) animation. 
: Actions are controlled using 
icons at the base of the screen, 
some of which are only available 
during suitable situations - there 
would be no point in being able 
to open a mine when at sea, for 
example. 

Music plays continuously . . . 
until you switch it off, of course; 
which may be sooner than the 
composer might like. Oddly, 
there are no sound effects fea- * 
tured. 

Professionally produced, the 
only, real negative aspect of Rings 
Of Medusa is lastability: it's not 
exactly exciting to play and isn't 
suitable for long sessions. But if 
you tackle it in short bursts -tak- 
ing it off the shelf every now and 
then to give it another go (it fea- 
tures a save game option) -your 
pointer shouldn't click on the 
Quit icon through boredom and 
you- 11 get more pleasure out of 
your battle with Medusa. 



jATMOSPHERE 
(PUZZLE FACTOR 
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LASTABILITY 
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HOIY MOLE Y.. THE HERO 
OF THE 80's IS BACK.! 
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Monty's escapades have given him an Island in the 

sun and more money than even a moleannaire 

could ever spend. Chosen by aliens to 
\ vanquish the Five Guardians Monty 
Is now given Superpowers. 

Follow his latest 

adventures 
as he 
threatens 
to destroy 

all. Including 
himself. 
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Available on: 

cbm amiga; 

ATARI ST, 
AMSTRAD 
CBM 64/128 
SPECTRUM 

Cassette & Disk 
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All mall order enquiries to: Gremlin Graphics Software Ltd., 
Alpha House, 10 Carver Street, Sheffield $1 4FS. Telephone: (0742) 753423 
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Detente has broken down, Dip- 
lomatic relations have been 
severed. A new cold war had 
started. 

The Soviet Union and the United 
States of America are at each 
other's throats again, for what may 
be the very last time. America's 
satellite defence network has been 
tampered with and the White 
House has accused the USSR of 
space sabotage. The Kremlin is 
wildly indignant, their official state- 
ment being that 'America is trying 
to shift the blame for their own 
technical ineptitude onto the 
ROdina'. Everybody is more than a 
little edgy as the world teeters on 
the brink of nuclear oblivion with 
figureheads on both sides of the 
iron curtain just about ready to 
push The Button. Things are look- 
ing bad until ... 

Somewhere in the Artie Circle, 
January 16th. 

.... ■ ■ r i 

The Global Village suddenly 
becomes deaf, dumb and blind 
when, for thirty seconds, the most 
awesomely powerful radio trans- 
mission is sent from the top of the 
world — the last message from a 
dying Alien whose only mistake 
was to misjudge the strength of the 
planet's magnetic field. Through 
simple triangulation the source of 
the radio emission is soon deter- 
mined and it's the Americans who 
arrive at the space ship wreck first. 
Since the UFO came down in an 
American sector it is quite easy to 
shut the Russians out of the pic- 
ture. The boffins are set to work 
and from the debris they learn a 
frightening secret . . . 

The ship was piloted by a 
member of a galaxy-wide Empire 
that has dominated the immediate 
cosmos for millenia, and the Aliens 
who run this Empire are very 
interested in mankind. The 
Empire's fascination stemmed 
from the humans' almost amazing 
technological progression during 
the last couple of centuries, com- 
ing from unpowered wooden 
chariots to space exploration 
within an incredibly small time 
span, largely through a barbaric 
indulgence in genocidal war. After 
a while the fascination turned to 
fear, as many leading social 
theoreticians pointed out that this 
species would soon be swarming 
through the galaxy, bringing with 
them aggression, barbarism and 
probably the eradication of the 
Empire. 

To stunt this malignant species' 
frightening evolution, a Culture 




(Thalamus) 
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Technician had been sent to man- 
ipulate mankind towards a nuclear 
death, intended to neatly nip the 
problem in the bud. It had been 
quite easy, the odd touch here, the 
slightest altering there and Man- 
kind was all set to destroy itself. 
The final touch was just being 
administered with the gradual 
destruction of America's 'Star 
Wars' project when the Technician 
crashed and the Empire's cover 
was blown. 

Not a particularly pleasant sec- 
ret to uncover and definitely one 
too large to keep under wraps, 
since the massive display of radio 
power had done more than tem- 
porarily blind the world, it had also 
informed the Empire that they 
were out in the open. Earth's lead- 
ers realised that soon the Aliens 
would be on the spot in force. 

Immediate amnesty was the 
only solution. America and Russia 
jointly set up Project Damocles, 
a joint 'think tank' to discuss the 
now obvious necessity of global 
defence for the inevitable conflict 
between Man and Alien. 

And from 'Damocles' came 
Operation Sanxion, a proposal 
for a defence corps piloting a 
breed of ship based around exist- 
ing weaponry, and technology 
gleaned from the visitor's spacec- 
raft. The ships would constantly 
patrol the planet warding off and 
destroying any Alien presence, 
stopping only at the ReGen (fuel 
and rest) stations that were to be 
hastily constructed across the 
world. With only days to spare 
Operation Sanxion became 
operative. 

In Sanxion, the simulation, you 
will encounter a variety of Aliens 
using different tactics to dominate 
various parts of the planet. As a 



member of the Sanxion Corps it's 
up to you to destroy any Alien infilt- 
ration. ^ 
After each section is success- 
fully defended the pilot must go 
through a short training session to 
prepare him for the horrors to 
come. These sessions take place 
against a rainbow background, the 
task on each section being indi- 
cated by letters on the droid 
targets. 
S= shoot 
C= collide 
P 1 /2= Pick up 

Should you prove a competent 
trainee (for example: colliding with 
or shooting a predetermined 
quota of targets) you are awarded 
an extra bonus of 1000 points. 
Collision with barriers, although 
not fatal on this section, should be 
avoided as they drastically reduce 
anytime left . . . 

. . . and time is precious, both in 
combat and in training, as reach- 
ing a ReGen station before the 
timer hits zero earns valuable extra 
points. An extra ship is awarded 
every 1 0,000 points. 

As well as attacking Aliens there 
are a number of other hazards 
which need to be negotiated. 
Some of the ReGen stations are 
protected by security barriers to 
prevent Alien infiltration (indicated 
by a sonic alarm) and to the less 
skilful pilot they can prove deadly. 
The first defence wall appears 
at-ReGen station 2 - you will have 
to discover the whereabouts of the 
others for yourself. Of course, the 
astute pilot will commit to memory 
the layout of all the security bar- 
riers. Once all ten world sectors 
have been patrolled you are prom- 
oted to Sanxion Class 1 and go 
on to patrol the Darkside and do 



battle against the Empire's secon- 
dary attack system. 

LOADING 
INSTRUCTIONS 

Insert tape in the player, making 
sure that it is rewound. While hold- 
ing down the shift key. press the 
run/stop key . 

When the screen prompts you, 
press Play on the player. 
Sanxion will now load automati- 
cally. 

NOTE: If you are having problems 
'loading, please remove any 
peripherals, such as disk drive, 
printer, cartridges etc. you may 
have attached, and repeat the 
above procedure. 

Once Sanxion has loaded press 
space bar for options 

Fl Toggles between one player 
and two player. 

F3 Toggles between Joystick and 
Keyboard. 

F5 Turns title screen music off/on. 

Joystick in either port (although 
this allows you to hinder your 
opponent in two player games!). 

To pause, press the Run/Stop 

key. 

To exit to the title screen, press 
Run/Stop followed by t. 




KEYBOARD 
CONTROLS 

up liPii 

Down ...Shift 

Left ..... . z 

Right x 

Fire Return 



CREDITS 1 

Stavros Fasoulas- Programming, 

graphics, games design, a full memory 

and, erm, being Finnish . . . 

David Whittaker- For all them strange 

noises that go bump, boom (etc) in the 

game. 

Rob Hubbard -For the Binary Sym- 
phonies: 'Thalamusik' and 'Romeo and 
lJuliet'. 

[Serge Prokofiev - For Romeo and 
[Juliet, a classic. Buy it, but buy this first, 
i John Twiddy - For Twid-e-lode 
!© 1986. 

Unauthorised copying, hiring, lending, eating, 
public performance and broadcasting of this 
game are unquestionably prohibited. © 1 986 
Thalamus. 

ZZAP! MEGATAPE ©1990. 
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MUTANTS 

(Ocean) 



The game is set in a distant future, 
when man has colonised the remote 
star systems and matter can be man- 
ipulated with ease. Unfortunately 
man's political and moral develop- 
ment has remained stagnant since 
the second millenium and interstel- 
lar war has raged for the last 600 
years. 

You are a member of a thinly spread 
group of dissenters who are 
opposed to the weapons research 
carried out by the Survivor Zero 
Corporation. You have discovered 
thatthe weapons used by all sides in 
the war are supplied by the corpora- 
tion and that they are currently 
experimenting with a new genera- 
tion of weapons called Macro- 
Genetic-Mutoids. MCMs are the 
first large scale biological weapons 
capable of mutating into ever more 
virulent and robust species, hence 
the name 'Mutants' - your task is to 

eliminate this deadly system 

ft will not be easy. ft 



. - - 




LOADING 



Make sure that tape is rewound to 
the beginning of the relevant side. 
Ensure ail the leads are connected. 
Press the SHIFT key and the RUN/ 
STOP key simultaneously. Follow 
the screen intructions (press play on 
tape). The program will then load 
automatically. For CI 28 loading 
type GO 64 (RETURN), then follow 
C64 instruction. When loading is 
complete press FIRE BUTTON to 
start. 




CONTROLS 



The game can be controlled by the 
keyboard or joystick in port 2. No 
action is required to select which 
mode to use. 

JOYSTICK moves the ship (or cur- 
sor) 

FIRE - emits the selected weapon 
from the ship OR selects the icon 
under the cursor. 

KEYBOARD 



FIRE 
UP 

DOWN 
LEFT 



— Top row keys 

— Second row keys 

— Third row keys 

— < and alternate keys 
on fourth row 

RIGHT - > and alternate keys 
on fourth row 

— Space (any other key 
to restart) 



PAUSE 



To select an icon move the 
cursor over the top of it and 
press FIRE. 

To leave a zone place the ship 
on the pad in the middle and 
press FIRE. 



THE GAME 

You control the ' Rainbow Warrior', 
a single man patrol ship. Your task 
is to enter the 1 5 deep space test 
zones of the Survivor Zero Corpora- 
tion and find the components of a 
self-destruct mechanism. 

All 1 5 of these components must 
be collected and assembled in a 
1 6th zone called the control zone 
to destroy the system and gain 
access to level 2 of the game. 

Each test zone contains a different 
strain of mutants. 

You have four lives and no time 
limits to complete your task. 

The game begins with your ship 

coupled to the mothership, waiting 

to be telebeamed into a zone of 
your choi* 




MOTHERSHIP MENU 

The menu on the left of the screen 
containssix icons. Toselectan icon 
move the cursor over the top of it 
and press FIRE. 

The top two icons select music or 
sound effects. 

The top arrow points to which 
mode is currently selected. 

The next three icons are the 
weapons available. 

The bottom white arrow points to 
the weapon currently selected. 



MISSILES 



These are high-yield explosive 
devices that have an effect over a 
large area, but can only be fired one 
at a time. 




BARRIERS 
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are degradable defensive 
weapons that can be used to effect 
a temporary shield against the mut- 
ants. They have no effect on the 
ship. 1 

The supply of these devices is 
limited, so after ejecting the full load 
the ship's weapon system automati- 
cally switches to photon torpedoes. 



PHOTON TORPEDOES 

These are rapid fire, low yield opti- 
cal weapons. (The weapon system 
classifies these as a default selec- 
tion.) 

The last icon is a picture of the 
ship and selectingthis icon switches 
to the Zone Map. 

Holding down fire instead of 
releasing it will bypass the Zone - 
Map and switch directly to the zone 
last visited... 



ZONE MAP 

The Zone Map is a 4x4 grid repres- 




If your amazing ZZAP! Megatape proves to be faulty, have no fear. Just bung it 
inajiffybagand send it to The Young Doctors, Newsfield, ZZAP! Tape Clinic, 
Ludlow, Shropshire SY8 1JW. We'll look after it well, and 
send you a fully fit replacement! 



enting the 1 6 zones of the research 
establishment. The top left zone is 
the Control Zone, the others are test 
zones. 

Pressing fire with the cursor in 
one of the zones telebeams the ship 
into that zone. 




TEST ZONES 



The ship materialises on a telepad in 
the centre of the zone. The zone is 
bounded by a high-energy barrier, 
collison with the barrierwill destroy 
the ship. 

You must battle your way through 
the mutant colony to collect the self- 
destruct component. 

Any number of components may 
be carried at once, but will of course 
be lost at the end of the game. 

Landing on the telepad in the 
centre ofthezoneand pressing FIRE 
telebeams the ship back to the 
mothership. 
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CONTROL ZONE 

The ship materialises in a telepad in 
a maze of corridors. . The assembly 
point for the self-destruct 
mechanism is visible and you must 
find your way to the assembly point 
without coming into contact with 
any of the walls. m 

Flying over the assembly point 
will automatically deposit any com- 
ponents you are carrying. A suc- 
cessful delivery of any number of 
components will give you BONUS 
LIVES up to a full complement of 3 
lives. 



ZONE STATUS 
DISPLAYS 

While in the test or control zones the 
screen displays the following infor- 
mation: 

Chemical analysis of mutant com- 
ponents 
Score this game 
Highest score since loading 
Number of lives left 
Direction to centre of mutant col- 
ony 

Shield energy level 
Size and energy level of mutant col- 
ony 

Status and self-destruct compo- 
nents 

Circle — still in test zone 
Triangle — being carried 
Square - asserriBtfed in control zone 
NOW ON WITH THE MISSION! 



HINTS AND TIPS 

* Certain screens can only be com- 
pleted by using one specific 
weapon - determine which is the 
besl to use. 

* Collect as many token as you can 
until you have only one life - these 
can then be deposited in the maze 
and your lives replenished. 1 



f m 




CREDITS 

■ . 

■ 

Game concept and programming 
Denton Design. 

Produced by Ocean by D.C. Ward. 
© 1987 Ocean Software Limited. 

The game's program code and graphic repr- 
esentation may not be reproduced, stored, 
hired, or broadcast in any form whatsoever 
without the written permision of Ocean Soft- 
ware Ltd. All rights reserved worldwide. 

ZZAP! MEGATAPE 6© ZZAPI64 Ltd 1990. 



FOREIGN ZZAPPERS! 

Due to export distribution methods we have been unable to supply 
the amazing Megatape 6 with this issue, however for the measly sum 
of £1 .99 (Sterling UK, inc p&p), we can send the tape to you direct 
by superfast air mail. Cheques should be made payable to Newsfield 
Limited and sent to Export Megatape 6 Dept, Newsfield Ltd, Ludlow, 
Shropshire SY8 1JW, United Kingdom. 
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Amiga • Atari ST 

Experk.-i ice the reality of commanding an American 
WWII combat submarine in the South Pacific. 
M;isterthe controls of your vessel, then embark on 
■ i .eries of missions - from 'search and destroy' 
sorties to detailed escort duties modelled on real 
WWII campaigns. With eleven different submarines, 
fourteen separate missions to attempt, at a range 
of difficulty levels as well as practise patrols that 
take place during the day or at night, HUNTER 
KILLER has a host of features that outclass any 
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• Atari ST 

yourself deep within the walls of Castle 
Grimblood, here lurks a murderer, who is preying 
on those who live by and keep the rituals. You as 
the young Earl, Maximus, must uncoverthe terrible 
secret in order that he can unlock the chains of 
timeless obedience to the rituals of the castle and 
gain his freedom. If you fail you are certain to fall 
victim yourself to the stalking assassins knife... 
A gothic whodunnit, written by Mike Singleton, 
featuring digitised sound and graphics and 
promising a different game every load! 
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s the disk loaded, I felt drawn into different 
reality, an alternative world where I assumed 



the identity of another" 




MOTRTROM 



Virgin Mastertonic Ltd • 2-4 Vernon Yard • 119 
Portobello Rd • London Wll 2DX • 01-727 8070 

Screenshots may be taken from a different version. 
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GREAT SONY GHETTO 
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limerick (ie do four more lines) in the most amusing way possi- 
ble. 

1. Incentive's first ever game: perhaps you could tell us its 
name (it rhymes with that) . 

2. The first Freescape game was a thriller, now what was it 
called? It was . . . 
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There was a great mag called ZZAP 
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ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE ROAD, 
DARTFORD, KENT. Telephone No.: 0322 92513/92518. FAX No.: 0322 93422 
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DISK-USTED 



Dear Lloyd 

I am disgusted with the 'Powers that be' with their attitude con- 
cerning the Software Industry, especially these 'Copier' prog- 
rams to which they make us believe that they encourage soft- 
ware piracy on an industrial scale. First off I'm not going to talk 
about piracy because it's been covered in previous issues. 

What I'm complaining about is the way us 'disk users' have to 
put our software 'on the line' every time we use them because 
we can't gain access (for some reason or other) to a Copier to 
make back-up copies of the originals. 

Here's two examples:- 1 recently bought Ultima Vfrom a soft- 
ware shop in Cardiff and after a fortnight's use the drive goes 
and wipes everything off one of the disks. So I get a replacement 
and after two hours play the same thing happens. This results in 
a third train journey to Cardiff to get a replacement. Ok, you 
might think 'a faulty batch', but consider how much time and 
money would have been saved it if had happened on my back-up 
copy. 

With my copy of SSI's game Demon's Winteryou actually need 
a copier to start the game as the disk is protected and thus 
unable to save characters onto. I overcame this problem when 
the shop where I had it actually suggested that I cut a slot into 
the disk so that I could save onto it. 

What I'm getting at is that it's alright for Origin and SSI to say 
that it would be in your benefit to make copies of our disks when 
the damn things have been outlawed in this country. I'll finish 
with some praise firstly for ZZAP! (reader since Issue 1) on a 
professional and well laid out magazine, secondly for Micro- 
prose for their excellent Service when they first dealt with my 
faulty disk, and lastly for Electronic Arts for having the intelli- 
gence to include a Copier in their game IVasfe/andand so keep- 
ing the original safe. 
Angry 

Mike Woodman, Swansea SA7 9UH 

/ sympathise, Mike, I truly do. But unfortunately there are some 
people less scrupulous than yourself who use copiers to pirate 
k disks, causing great damage to the software industry. However, 
despite the recent ban some hardware copying devices are still 
available, including Datel's Action Replay cartridge. But, under 
the 1988 Copyright Act, you must get permission from the relev- 
ant software house before making a back-up, even when it is 
solely for your own use. 
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WELSH WIT 



Dear Lloyd . . Jealous yea h?! The last level is a 

Yahoo! I've just *S&2 HBame&n looks cool! Congrats 
shoot-'em-up, which .s bnM"^" 1 |d Yah , 

go to System 3, the best programmes n ^ consld er- 

Now proper ^^^^esasWed for. But now, Some- 
ffi25£^£^ "° 4 ^ US ' ^ b ° 

Black "9^V T ^L C |& a ,e^nverIfon'. Actually it isn't .t -s 
scene in US Golds BtackTmercon ^ once 

^^^^^^^^^ 

old Armalyte after all. . t „ phil he ain't the f ootie 

Ki rjSraThr no^eat? so come on Scoreiord, let 

^ffitt Rraps <hah hah) it up for now. Bye 

Dominic Williams, Llanelli, S. Wales 

ExcuS e me a rt^S^a tip^okttbeC 
better. I seem *°! ec f?°f™Zihe Black Tiger caption, amaz- 

Kick Off by DomofTGM. 
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NO HAPPY ENDING 



Dear Lloyd 

I've got a complaint about Xenon 2. For weeks and weeks I have 
been playing it, slowly getting further and further when finally I 
got to that big mother ship at the end of level five. 

After loads of dodging and blasting I finally destroyed the ship. 
I started jumping up and down in my chair while swinging my 
joystick round with excitement. I was expecting something 
really good to reward my very hard effort but all I got was 'that's 
all viewers, don't forget to turn off your set'. Then a little white 
spot appeared in the middle of the screen, making an irritating 
noise. I was then put right back at the beginning of level one. 

Don't get me wrong, Xenon 2 is a great game which I really 
enjoyed but they could have made the ending screen much bet- 
ter, as many people would agree. 
Jamie Williams, Manchester. 

Yes, it's a disappointment to many gamesplayers to get through 
a really tough game only to be rewarded with a curt message. 
Perhaps, after going all-out to make a game as tough as possi- 
ble, programmers are a bit peeved if someone completes it. As 
a mere mortal I must confess that I've never finished a game, so 
I've never been disappointed. There's nothing quite so satisfying 
for a poor player such as myself to see the disgusted look on 
Robin's face when he sees a pathetic end-screen after (inevita- 
bly) completing a game! 
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MERCENARY WOAKES? 



Dear Lloyd 

With reference to Issue 59 and the review of Damocles. As expected 
the review was excellent, as is the game. However, I am unlikely to 
know for.a very long time as I am a 64 owner, which brings me to the 
point of this letter. I am sure that I speak for a lot of 64 owners and 
customers who, I dare say, have paid Paul Woakes's wages for some 
years. We have waited four years for a sequel to Mercenary only to 
find we are not going to get it. 

Now this is where us 64 owners come in. If we let software com- 
panies and programmers ignore the 64 then what happened to the 
Vic 20 will repeat itself. This complaint may be petty now but in two 
years' time who knows? Congratulations to System 3 who seem to 
be putting everything into the 64. Companies like this prove there is 
still years of life in our computer. 

Please Mr Woakes, give us our version of Damocles. Okay it may 
not be as spectacular as the Amiga version but we all know your 
programming capabilities and it's what your public wants. 

As for the ZZAP! team I wish to use your influence also. I have 
backed you since Issue 1 ; please see that Mr Woakes gets to read 
this letter by printing it in your magazine. Who knows, with enough 
back up from your readers maybe Paul Woakes will change his mind. 
We can not afford to lose programmers of Mr Woakes's capabilities 
to the Amiga otherwise the 64 is dead already. 
C Millins, Plymouth, Devon 

I'm sure we all share your sentiments. Unfortunately, Paul Woakes 
abandonned plans for a C64 version when he decided to write a 
game which exploited all the Amiga's memory for a very complex 
program. This still doesn't rule out a cut-down version for C64 own- 
ers of course, but Novagen aren't Ocean and don't have masses of 
conversion programmers. Hopefully Damocles will be such a mas- 
sive hit Paul will eventually decide to have a conversion done, so 
don 't give up all hope yet. 



ANY TELEPATHS OUT THERE? 

Dear Lloyd 

I've owned a C64 for a considerable time now and I've got a wide 
variety of games from Evil DeadXo Batman: The Movie, but there is 
just one game that I've been looking for ever since it came out. 
Wherever I go the shopkeepers say, 'I've never heard of it! '-includ- 
ing Boots, Tomorrow's World, and WH Smith. Please can you tell me 
if I could purchase it from the Zzuperstore? If not, where else? 
James Wilson, Hull HU8 9DA. 

Sorry, I've never heard of it - seeing as you forgot to mention what 
it's called!! 
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COMPLAINT ABOUT FRENCH LETTER 

Dear Lloyd 

I feel compelled to write after reading S French's letter in Issue 
59. Talk about selfish! 'Just because I don't like the Scorelord 
and tips get rid of them! ' Well pal, maybe you don't like them but 
you don't have to read them! Thousands do like these features 
and they should stay! 

As for scrapping the Amiga reviews get real! They've been in 
ZZAP! for over a year; more people own Amigas than ever before 
(and the number is growing). ZZAP! has managed to support 
both machines and will continue to do so. Stop being paranoid. 
I own an Amiga and still like the 64! 

As for his gripe about adverts it's not ZZAPS's fault! If the 
companies don't advertise that's their business. I'm sure ZZAP! 
would love more adverts. 

Now I've got that of my chest onto some other points: 

1. CU. Why do 64 owners still read it? It should be renamed 
Commodore Amiga User. It seems to forget the 64 completely. 
And how can you adequately tell what a game is like from black 
and white screenshots? 

2. Would it be possible to do a disk cover as well as a cassette, 
so everyone can see the demos? 

3. Any chance of an interview with Apex/Transmission software? 

4. The mag* The layout and presentation is excellent. Of course 
we all would like more pages but quality outshines quantity. To 
sum up, ZZAP! is better than ever and easily the best computer 
magazine. Above all you listen to your readers and respond to 
their requests. So lads, thanks for 59 great issues. Here's to the 
next 100. 

Cheers 

Sean York, Chelmsford CM1 2TP 

1. Who knows, especially as it's now gone totally Amiga? 

2. Unfortunately not. 

3. Robin is 'planning something'. 

4. Here's to that as well! 

LM 



A SICK PERSON WRITES! 

Hi Loyd! or was that Lloyd? Anyway, I'm getting rather sick of 
seeing that Myth poster in ZZAP! Why do you put it in? Why don't 
you show a Batman poster all the time instead? Or a Power Drift 
one? Or Turbo Out Run?\ Or F29 RETALIATOR7VA 

OR NEW ZEALAND STORYIV. 

Calm down Oris, your only going to give yourself a heart 
attack! Well, something like that anyway. 

I just have to say, I'm *$%*!! off with it. No swearing see, Will 
'the man' Callaghan. Is Callaghan the name of the place? 

Well Lloyd me ol' chum, I think it is very rude (man this oxtail 
soup is 'orrible!) how 'Art' strips down to his underwear when he 
gets hit in Ghost W Goblins. What's more! When Todd Landers 
off Neighbours is playing the game, Art strips down to his Y- 
fronts and shows he's a complete perv to all of the world! 

Now I'll get down to the point OUCH!!! That point's sharp! Did 
you know that the music that's playing while Batman: The Movie 
and Dragon Ninja are loading is really GROOVY!!!! TRENDY!! and 
CRUCIAL!! COOL!!! (And don't say 'No, but I do now,' because 
that really cheeses me off, that advert does!) 

Anyway, I've got a tenner in my pocket and I'm just going to 
buy a new game with it The problem is, shall I buy Vendetta, 
Renegade III, Power Drift, The Untouchables, or OPERATION 
THUNDERBOLT? (Dont ask me why I put Operation Thunder- 
bolt in big writing 'cause I don't know. I was thinking about my 
girlfriend probably and I thought that I could spend my dosh on 
her). Anyway, which one? 

Cris Batstone, Elmesthorpe, Midlands 

Personally, I think you should spend your money on a nice com- 
fortable straight-jacket As for the Myth poster, it's actually what 
we in the magazine trade call an advert (you know, like the ones 
on telly). But if any other companies would like to put a 'poster' 
in the mag (and also give us huge wodges of cash), we'd be 
extremely happy! 
LM 



PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day of release. 
Please send cheque/PO/Access/Visa No. and expiry date to: 

Dept ZP06, Trybridge Ltd, 8 Buckwins Square, Burnt Mills, Basildon, Essex, SS13 1 BJ. 

Please state make and model of computer when ordering. P & P inc. UK on orders over £5. 00. Less than £5. 00 and Europe 

add £1. 00 per item. 

Elsewhere please add £2. 00 per item for airmail. These offers are available Mail Order only. 

Tel. orders 0268 590766 
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16 99 

1 X* % s ^ 


KINGS OUEST TRIPLE 


7 d 99 

vy - J J 


AMOS * 


34 99 


NlNivjn 1 3 \jr inc lmjialliuii 


Z 1 . y j 


ARCHIPELAGOS 

/ » 1 W * III L_ *- ' * Vil X»jr w * 


9.99 


1 A*xFR ^OI )Ar> 


1 P QQ 


Al JSTFRl IT7 


16 99 


i PAnFPRfiApn riphif 

LCAUL^Dvy'AMy Dlr\Ly l lL 


1 0 , y y 


RAT* 


16 99 


LLl3xJf\Lj ( LAr\r\i i vj^ i nitN i o 


A QQ 

O . y J 


RARRARIAN (PAI ) 


7 99 


I c ic 1 ipc cr NT MAPPV 


1 fy QQ 


RARRARIAN fPSYl 


7 99 

» * y y 


1 CI CI IPC Ql IIT I APPV 9 


lf\ QQ 


RARnS TAI F 1 

LJ t\ lx \-J -J 1 "LL 1 


7 99 

r # y y 


\ lf~FMf~F TO k'll 1 


1 ? QQ 

I tt * y y 


RARDS TAI F 1 2 OR 3 HINT BOOK 


5 99 


Llvjn 1 rvjKx^c 


1 A QQ 

ID.77 


BARDS TALE 2 


17.99 


1 ITTI F rOMPI tTFR PFHPI F 


4 QQ 

■f • y y 


BATMAN THE MOVIE 

L/ f \ M* IMm I* * L. ' ▼ I v/ Tib 


1 6 99 




1 -J | y y 


BATTLF OF BRITAIN * 

U i \ 1 ILL v/ 1 UIM 1 f Mi i 


16 99 


1 OMRAPR RAf" RAI 1 V 
L vJ J V] O / A i\ Ly fxAx- i\ALL I 


14 


RATTI FCHESS 

L) f \ 1 1 LLxwl 1 1. J J 


16 99 




I \.t * y y 


RFACH VOLLEY 


16 99 


1 Pl^T PATROI • 


1 A QQ 

l u* y y 


RIONIC COMMANDO 

Ly 1 W I » 1 V, v^ Vy* » v u v | r\ 1 1 l^y Vy 


7.99 


uaPMI IM d 
mnvjiNuivi 


1 A QQ 


Rl OOn MONFY 

DL vVV/Ly fVlVyl^L 1 


16 99 

■ v* • y y 


MAWHI INJTFR IV VFW YORK 


91 QQ 

4 1 .77 


ri nonwYCH 


1 6 99 

i vy • y y 


tv\ r\ (N ll VJ i ^ 1 C lx IN. I t nllN 1 D V>" Vy rv 


A QQ 


ri nnnwYfH + data disc 

Ly L Vy* Vy Ly V V 1 V- 1 1 i L//N I L-* 1 V- 


19 99 

i y • y y 




1 A QQ 
i U • J y 


ri nnnwYfH data disc 

Lj Lv/vy Ly V V I V- 1 1 L//A I n Ly I Jv- 


9 99 

y • y y 


MARRI F MAriPsJFC;^ 

lV\Ar\DLL iVlMLyMNLOJ 


7 QQ 

/ - y y 


ROMRFR 


21 99 

*m i W wf J 


\/iir'POPPo^F ^nrrpp 


14 QQ 

1 *t , y y 


ROVINC MANAfFR 


1 3 99 

1 J # y y 


k yi 1 ICI^ V 


1 4Q QQ 

1 17.77 


IANF SFYMOI IR * 

Djj J/Ai^L JL 1 ty IU V fx 


16 99 

1 vJ * y y/ 


MC\A/ 7FAI AWn QTOPY 


1A QQ 

1 U.77 


Rl tnOlc' AM * * 


16 99 

1 xJ • y y 


IN Ivy n 1 DlXCCU 


1 A QQ 

1 Q.77 


TARAI 


16 99 

i \y * y y 


MIVIA SPIRIT * 


1 U • y 7 


CASTI F MASTFR 

V-* \ J 1 LL * v 1 1 L lx 


16 99 

■ v* p y y 


NJIMIA WARRIORS 

-NIlNJ^ V V rvfx i\ 1 Vy Txj 


1 1 99 

1 7 • y 7 


CAVADAR * 

V- n V r \ Ly n lx 


16 99 

i vr » y y 




4 99 

■f i 7 7 


CHASF HO 


16 99 

i v • y y 


NORTH ANO SOI ITH 
i n k_j w i n r\i n l^ jwu i t i 


1 6 99 

1 KJ * 7 7 


COl ORADO " 

LVy Lvy Tx/\ Ly Vy 


16 99 

l x/ * y y 


OPFRATION THI INHFRROi T 

Ur L Wr\ I I \y (N 1 F 1 \J i *i LJ L TxU Vy L 1 


1 fi 99 

1 vy • y 7 


COMRO RACFR " 

V- vy ' v 1 U Vy l\nv L lx 


13 99 

■ j • y y 


OPFRATIONJ WO! F 
Ur l f\n t ivy i> v v v^/li 


1 " p 7 7 


CONFI ICT 


4 99 

t a y y 


Ol ITRI IM 


7 99 

/ i 7 y 


CONFI ICT IN Fl IROPF 


16 99 

i vy * y y 


OX/FRI A\jnFR 

UVLl\LnlMy'Li\ 


1 ^ QQ 

17*77 


rONOI IFROR 


16 99 

i vy * y y 


P47 


15.99 


mNTINFNTAI CIRCUS 

V- Vy 1 i J 1 f i Ul^ * / i L V- 1 *xx— . v 


1 3 99 

v _y » y y 


PAPERBOY 


12.99 


CRACKDOWN* 


16 99 

i xy - y y 


PIPEMANIA ■ 


16.99 


CRA7Y CARS 1 


14 99 

i ~ * y y 


PLAYER MANAGER 


12.99 


CYRFRBAl I 

V- 1 UL lxl.J. \l I 


1 3 99 


POLICE QUEST 


16.99 


DAM nARF ^ * 


1 3 99 

i —* ■ y y 


POLICE QUEST 2 * 


19.99 


Ly r\T\r\ v^li^ i ui\i 


1 6 99 

i *y * y y 


POLICE QUEST HINT BOOK 


6.99 


DELUXE MUSIC CON KIT 


69.99 


POOL 


4.99 


DELUXE PAINT 3 


59.99 


POPULOUS 


16.99 


DELUXE PHOTOLAB 


59.99 


POPULOUS PROMISED LANDS 


7.99 


DELUXE PRINT 2 


59.99 


POWERDRIFT 


16.99 


DELUXE PRODUCTION 


89.99 


POWERDROME 


16.99 


DELUXE VIDEO 3 


79.99 


PRECIOUS METAL 


15.99 


DRAGON SCAPE 


7.99 


PRO TENNIS TOUR 


16.99 


DRAGONS BREATH 


21.99 


RAINBOWISLANDS 


16.99 


DRAGONS OF FLAME 


16.99 


RAMPAGE 


7.99 


DRAGONSLAIR (1 MEG) 


29,99 


RESOLUTION 101 1 


16.99 


DRAGONSLAIR 2 -SINGESCASTLE 


26.99 


RICK DANGEROUS 


15.99 


DRAKKEHN 


21.99 


ROBOCOP 


15.99 


DRUM STUDIO 


4.99 


ROCK STAR MY HAMSTER 


4.99 


DUNGEON MASTER 1MEG 


15.99 


ROLLING THUNDER 


7.99 


DUNGEON MASTER EDITOR 


7.99 


RUN THE GAUNTLET 


15.99 


DUNGEON MASTER HINT BOOK 


9.99 


RVF HONDA 


14.99 


DYNAMITE DEBUGGER* 


16.99 


SHADOW OF THE BEAST 


22.99 


EAGLES NEST 


4.99 


SHINOBI 


12.99 


ELITE 


14.99 


SHOOT EM UPCON KIT 


19.99 


EMLYN HUGHES 


13.99 


SIDESHOW 


16.99 


EMLYN HUGHES QUIZ* 


13.99 


SIDEWINDER 1 OR 2 


4.99 


ESCAPE FROM ROBOT MONSTERS 


13.99 


SILENTSERVICE 


14.99 


F1 6 COMBAT PILOT 


16.99 


SILKWORM 


12.99 


F29 RETALIATOR 


16.99 


SIM CITY 


19.99 


FALCON F16 


19.99 


SKATE OR DIE • 


16.99 


FALCON MISSION DISC 1 


13.99 


SPACE ACE 


26.99 


FERRARI FORMULA 1 


16.99 


SPACE HARRIER 2 


13.99 


FINAL BATTLE * 


16.99 


SPACE QUEST 1 . 2 OR 3 HINT BOOK 6.99 


FLIGHT SIM 2 


26.99 


SPACE QUEST 3 


26.99 


FLT DISC 7 OR 11 


13.99 


SPY V SPY 1 , 2 OR 3 


7.99 


FLT DISC EUROPEAN 


13.99 


SPY WHO LOVED ME 


13.99 


FLT DISC JAPAN 


13.99 


STAR TREK V • 


16.99 


FLYING SHARK 


9.99 


STAR WARSTRILOGY 


16.99 


FOOTBALL DIRECTOR 2 


12.99 


STARGLIDER 2 


14.99 


FOOTBALL MANAGER 2 GIFT PACK 1 3.99 


STEVE DAVIS WORLD SNOOKER 


12.99 


FOOTBALLER OF THE YEAR II 


13.99 


STREET FIGHTER 


7.99 


FOUNDATIONS WASTE 


7.99 


STRIDER 


16.99 


FULL METAL P.LANET 


16.99 


STUNTCAR RACER 


15.99 


FUN SCHOOL 2 (6 to 8) 


11.99 


SUPER CARS 


13.99 


FUN SCHOOL 2 (over 8) 


1 1.99 


SUPERWONDERBOY 


16.99 


FUN SCHOOL 2 (under 6) 


1 1.99 


TALESPIN * 


17.99 


FUSION 


7.99 


TEST DRIVE 2 CALIFORNIA CHALL 9.99 


FUTURE WARS 


16.99 


TEST DRIVE 2 MUSCLE CARS 


9.99 


CAZZAS SOCCER 


16.99 


TEST DRIVE 2 SUPER CARS 


9.99 


GHOSTBUSTERS 2 


16.99 


TEST DRIVE 2 THE DUEL 


16.99 


GHOULS N GHOSTS 


16.99 


THE CYCLES 


16.99 


GOLDEN SHOE* 


16.99 


THEME PARK MYSTERY • 


16.99 


GRAND NATIONAL * 


13.99 


TIME 


19.99 


GRAVITY * 


16.99 


TOOBIN 


13.99 


GRIMBLOOD 


4.99 


TOWER OF BABEL 


16.99 


GUNSHIP 


14.99 


TRACKSUIT MANAGER 


1 1.99 


HARD DRIVIN 


13.99 


TRAID VOL 3 * 


19.99 


HILLSFAR 


16.99 


TURBOOUTRUN 


16.99 


HOLLYWOOD POKER 


4.99 


TV SPORTS BASKETBALL 


19.99 


HOUNDS OF SHADOW 


16.99 


TV SPORTS FOOTBALL 


17.99 


HUNTER KILLER 


4.99 


TWIN WORLD 


16.99 


IMPERIUM* 


16.99 


TYPHOON THOMPSON 


13.99 


IMPOSSAMOLE * 


13.99 


UMS 


14.99 


INDY JONES ACTION 


13.99 


UMS2 * 


15.99 


INDY JONES ADVENTURE 


16.99 


UNREAL * 


16.99 


INDY JONES HINT BOOK 


5.99 


UNTOUCHABLES 


16.99 


INTERPHASE 


11.99 


VINDICATORS (Domark) 


9.99 


IRON LORD 


16.99 


WAYNE GRETZKY HOCKEY 


14.99 


IT CAME FROM DESERT (1 MEG) 


19.99 


WILDSTREETS 


16.99 


IT CAME FROM DESERT DATA 


9.99 


WINGS* 


19.99 


IVANHOE * 


16.99 


WINGS OF FURY* 


13.99 


JACK NICHLAUSGOLF 


15.99 


WORLD CLASS LEADERBOARD 


7.99 


|OE BLADE 1 OR 2 


4.99 


WORLD CUP SOCCER 90' 


16.99 


K QUEST 1 , 2, 3 OR 4 HINT BOOK 


6.99 


XENOMORPH 


16.99 


KENNEDY APPROACH 


14.99 


XENON 2 MECABLAST 


15.99 


KICK OFF 


11.99 


ZOMBI 


16.99 


KICKOFF X-TRA TIME 


7.99 








/ 



OFF THE MAP . H 

ever wrmen ,s 

better than those 0 *^»rt^welTl tnink so): after reading your 
Now to the important ^ ™ buy ' it . Having paid and 

review of Turbo Out Run , rf ^ jn Rob 

18 It! nowhere in my game does it show you the map! 
Please could you tell me where it is? 

i A devoted ZZAP! fan, Perwale, I Londo^ ^ ^ 

SJJrW'TS o^g a ettra n nd r» stuoK, piease send 
'em in. 

Roi , H -s refers 

version we Had at the tone ^^ t ^ very e nd of the tape 
tions, the map screen only appears at we y ^ paft$ 

version. As for C *P^ for part one. 

appeared in Issue 48 ^^^gSw for part two appear in 
A?aps for both versions and ^^JJ^fc* through mail 
the following issue. Back issues are a 

order. ' : ' " : 

LM 
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Wmmsvi 



Dear Lloyd 

I just saw the movie: Sex, Lies, and Videotape, when will it be con- 
verted to a computer game? 
Gandalf!, Denmark 

Mmm . . . it would make an 'interesting ' tie-in. Unfortunately as far 
as we know, no software house seems to have grabbed the licence 
yet. Maybe Ocean's Gary Bracey, who's appeared in US film mag 
'Premiere' talking about the relatively sophisticated morality of The 
Lost Patrol, might like to give it a try? 
LM 



RELATIVELY DISTANT 



Dear Lloyd 

LS£ SSSr^iS^ unc,e-s sister's 
mother's step sister's nr£2 n ? removed 's brother's grand- 

No! 



PARDON?! 



Mrs M Clare, Hat 1 , Regent Court, Regent Road, likley, W Yorks 

LS29 9EA 
LM 



A FEW SUGGESTIONS 




Dear Lloyd 

I thought I must write in, I have made some suggestions to 
improve ZZAP!. I'm not the first but I thought this would help. 

1. Could you bring conversion factor back? I really liked it -you 
could write it smaller. 

2. Have a bronze medal for games with 85%-89%? 

3. Do some low-rated games, three on a page? - it would save 
space. 

4. Could you have more ZZAP! Mega tapes? 

5. Write release dates by their prices? 

6. Could Robin write down which pokes are for the 64 or Amiga? 

7. When are you reviewing Hard Drivin' for the 64? 
8. 1 think ZZAP! is the best mag for the C64. 

Can you print these for my friends please: 

Ian C loves Laura M 

John F loves Debbie R 

Steven M loves Susan P 

Choff loves Anne Marie L 

Paddy A loves Tanya C 
Thanks 

James Chan, Liverpool L4 4EH 
Thanks for your letter, James. 

1. The reviewers feel that the conversion rating often detracted 
from the overall score that a game received. Anyway, the close- 
ness of a coin-op conversion is always mentioned in at least one 
of the comments. 

2. But surely if we took this procedure to its logical conclusion 
we'd end up giving anything over 20% a tin medal! 

3. Half a page per game is felt to be the minimum space needed 
for a comprehensive review. 

4. Just look on the cover of this Issue! 

5. Nearly all games reviewed will be available by the time the 
magazine hits the streets. 6. Robin says he'll put little '64 ' and 
'amiga' logos (like the ones on reviews) on each tip. 

7. When it's finished - the programmers are still working on it. 

LM 



3 e 



P! MAY 1 990 



I'm afraid I must leave you now. I'm helping Phil and 
Robin to dig a tunnel under the Satanic film planning 
room - it's hell down there. Now where did I put that 
plastic teaspoon; I can't dig with my hands! 

Anyway, keep sending those letters to Prisoner 
Lloyd Mangram, ZZAP! Rrap, PO Box 10, Ludlow, 
Shropshire SY8 1DB- maybe I can build a glider out 
of the paper. 







ever - you'd be batty to 

miSS it." CRASH SMASH. 



TM & © DC COMICS INC. 1988. 
ALL RIGHTS RESERVED. 





OPERATION WOLF 

"What more could 
anyone ask for in a 
shoot-em-up 
Operation wolf, simply 
is The Business." 

CRASH SMASH. 

©TAITO CORP 1988. 



i Software Limited 

nchester • M2 5NS 
one: 061 832 6633 

569 977 OCEANS G 

Fax: 061 834 0650 









ALSO AVAILABLE ON 

COMMODORE DISK £17.9 




DOUBLE DRAGON 

("Skilful programming 
has taken the superb 
graphics and addictive 
game play of the 
monster arcade hit and 
faithfully reproduced it 
* on the home computer." 

R-TYPE 

"Here at S.U. we think 
It, it's about as close to 
[[ an ultimate space 
I] blast as anyone will 
| ever get. fab." 

I SINCLAIR USER. 

f ©IREM CORP 1987. 

SPECTRUM • AMSTRAD 
COMMODORE 
CASSETTE £14.99 





i 





Despite their typically modest name, 
Sensible Software have long been 
recognized as one of the most original 
and successful programming teams 
around. Games such as Wizball, 
MicroProse Soccer, and Parallax are C64 
classics. While The Shoot- 9 em-up 
Construction Kit (SEUCK) is one of the 
few game designers to work well, and 
the only one to work brilliantly. Sensi 
(as they're known to their friends) are to 
the C64 y what Ultimate used to be to the 
Speccy. 

I Robin Hogg undertook the five hour 
haul to the hamlet of March in East 
Anglia, to have an expenses-paid five 
course meal with 'jovial' Jon Hare 
(graphic genius) and 4 cuddly 1 Chris 
Yates (programming prodigy). Between 
burps and slurps their glittering careers 
were reviewed, and the future 
previewed. 




inding 
March in 
March 
was sur- 
prisingly 
challeng- 
ing: zoom- 
ing 

around 

East Anglia in a Peugeot 205 
revealed more mazes than 
Parallax. But once there I was 
soon being ushered into the 
'legendary 1 Griffin hotel for a 
scrumptious meal, with 
prime steaks all round. As we 
waited for our starters Jon 
spilled the beans on their his- 
tory. 

'Sensi Software officially 
started up four years ago, but 



before that in 1985, Chris 
worked on the Speccy con- 
version of the C64 oldie Gan- 
dalf. It was jokingly titled 
Sodov the Sorceror [work it 
out] and the name alone 
assured the game's moment 
of success before disappear- 
ing into obscurity. Chris did 
most of the graphics and I 
helped him out while work- 
ing on a college course doing 
nothing — the usual ! . ' 

'I knew Jon from the fifth 
year of school, ' interrupted 
Chris. 'We formed a band 
with two other people — 
' band ' in the grav.est sense of 
the word ! I played rhythm 
guitar brilliantly [of course] 
and Jon sang — unfortunately 




▲ Chris and Jon contemplate lost royalties on all those Nintendo 
sales of WizbalL 



— and played lead guitar. We 
were playing '70s freaky rock 
music but a bit more enjoy- 
able, sort of like Pink Floyd. 
The band was Touchstone 
and we played around the 
Essex area, but distance 
forced us to split up a about a 
year ago. 

'After work on Sodov Sensi 
did a stint for System 3 , doing 
a few graphic screens for 
International Karate 
although Archer Maclean 
redid them so it was a waste 
of time. At the time we were 
working through middle 
men, LC Software, one of 
whom was to become a 
woman! It's weird but a few 
years ago we found out that 
the boss had had a sex 
change! He was Mike before 
and now he's a Patricia! He 
could have been called 
Michaela or something! Very 
weird ! ' 

The bit-part work con* I 

tinued with static screens for 
Spectrum Sky fox, the forgett- 
able Flyerfox, and Lone Wolf 
In The Ice Halls of Terror - 
'part two of the Lone Wolf 
series which never came out' . 
They also did Twister (no, 
nothing to with the very silly 
'board' game for contor- 
tionists but the notorious 
Twister: Mother of Harlots 
promoted by lingerie-clad 
dancing girls!). 'We wrote 
and developed the program, 



did everything in fact and 
then Mark Cale put his name 
to it, although he actually just 
sorted out the deal for us, ' 
Jon commented. 

'Years back Mark had the 
storyboard for The Last 
Ninja,' said Chris, 'he asked 
Jon to do some static screens 
and graphics for it. 1 

'But I didn't do anything! ' 
Jon concluded, raising 
interesting questions about 
what might have been if 
Ninja had been a Sensi prod- 
uct. 

Eventually Jon and Chris 
heard about a government 
small business scheme and 
officially set up Sensible Soft- 
ware in 1986. 'We thought 
that at least rather than get 
ripped off by middle men 
we'd get ripped off a bit less 
in our own company! ' 
remarked Chris. They'd also 
suffered with some awkward 
software houses. 'We did a 
conversion of Runestone in 
two weeks, didn't get any 
money for it though — Firebird 
said it was too slow. It's 
funny but it was their loader 
that slowed it down! They 
tried to change it but it didn't 
work and never got pub- 
lished in the end! ' 

Galax-i'birds was the first 
Sensible Software Inc. game, 
a unique reworking of Gala- 
xians with such comic bad- 
dies as dodos, budgies, old 
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ZX-f- characters, and even a 
few balls from Bounder. 
Galax-i-birds was eventually 
released by Firebird in 
August '86. In the ZZAP! 
review Julian Rignall said, 
'To be honest, this game is a 
load of rubbish, but it's enjoy- 
able rubbish . . . graphics are 
poor, sound is awful, but I 
love it ! 

Amazingly Sensi jumped 
straight from this jokey 
budget game to Parallax, the 
astonishingly well program- 
med Sizzler which eventually 
appeared on ZZAP! 45's 
megatape. Asked about the 
inspiration for the game, 
Chris said, 'We both saw a 
coin-op with parallax scrol- 
ling, which I can't remember 
the name of. When we took 
Parallax to Ocean they took 
one look and signed us up. Six 
months of toil was rewarded 
with its release in October of 
'86.' 

And what of the planned 
sequel? 

1 We had always planned to 
do sequels to all our games. 
Before, it was just a matter of 
finding the time but now I 
can't see it happening, we're 
going to move onto other 
things . ' 

But if, for example, Ocean 
paid them lots of money to do 
Parallax 2, would they? 

'Well, money isn't every- 
thing! Nine months is a long 



time to be tied up in any game 
for us, and we don't want to 
be left behind [in the advance 
of software and hardware 
technology]. We'd have to 
see.' 

Their next game was even 
more amazing, the Sensi 
piece de resistance — the 
utterly brilliant Wizball, 
which took about nine 
months to develop. What 
made them write it? 

'Oh man! ! ' responded 
Chris. 'Er, well, we wanted a 
good game with all the best 
elements of our favourite 
arcade games. We played 
Dropzone for four months 
solid, the Nemesis and Sala- 
mander coin-ops as well. We 
kept going into the arcades 
and seeing more -and more 
games. Wizball took nine 
months, a pregnancy! The 
same time to spawn a 
game ! ! ' 

Luckily for the C64 gaming 
world Wizball was no phan- 
tom pregnancy and became 
the cover game for July '87 
with a Sizzler to boot, even 
though it reached the now 
Gold Medal status of 96%. 

I blatantly enquired how 
much they made for Wizball? 
'£1.50! ' came the less than 
serious reply! Were they still 
receiving royalties? 

'I wish we were! 1 both 
cried in unison! The news 
that Wizball was being con- 
verted to the Nintendo NES 
brought a dark cloud of disap- 
pointment and frustration 
over the proceedings — the 
thought of millions of sales 
flashed before them and and 
not a yen coming their way. 

Obviously they hadn't 
realised it was going to be 
such a massive hit? 

'After Parallax we took 
Wizball to Ocean and signed 
up with them. They more or 
less said that they weren't 
planning for any other format 
releases and they doubted it 
was going to sell that well. 
That's one reason I guess 
why Ocean are as big as they 
are, they're very shrewd with 
a better business sense than 

▼ Jon dreams up his next game 
with a hookah! 




A The fruits of success - Chris's beloved Lotus Esprit. 




us! We certainly didn't know 
how successful it would be, 
we just wrote a game that we 
thought was good; one that 
we'd want to play ourselves. ' 

Their next project would 
allow thousands of other 
people to do something simi- 
lar: The Shoot-'Em-Up Con- 
struction Kit for Palace, 
released in December '87. 
1 SEUCK started off as a series 
of graphic code utilities writ- 
ten by Chris, which was 
expanded into a construction 
kit/ 

After two hits for Ocean 
why did they go to Palace? 
The money? 

'No, actually we knew 
Matthew Timms there, a 
good friend of ours who's 
now at Domark. Also Palace 
are a very honest company, 
one of the most reliable 
around. 

1 SEUCK was turned around 
in six months which was 
pretty intensive for us with 
quite a lot of work crammed 
in. ' But it paid off with a Gold 
Medal, if ultimately no rating! 

What of a horizontal scrol- 
ler version of SEUCK a la 
Nemesis, complete with 
'multiple' weapons and all 
that? A SEUCK 2 perhaps? 

'I don't know, maybe. If we 
did one it would be a lot more 
flexible with a lot of the bor- 
ing bits taken out, put in lots 
of graphic libraries, in fact it 
would be totally rewritten. ' 
As it happens Palace are cer- 
tainly interested in a sequel, 
but nothing is settled as yet 
with any release date at least 
a year away. 

And what did Sensi Soft 
think of Amiga SEUCK? 

'I was slightly disap- 
pointed by it, ' admitted 
Chris . 1 The scrolling was a lit- 
tle on the slow side but we'll 
definitely improve on it a lot 
with SEUCK 2V 

With SEUCK under their 
belt, the royalties started to 
flood in and Jon splashed out 
on a BMW 535i, while Chris 
succumbed to the classic 
programmer temptation and 
got a Lotus, followed by a 
Porsche and — currently — a 



very sporty red Lotus Esprit. 
Incidentally the Porsche was 
sold to Martin Galway, the 
nephew of the famous 
flautist and a first-class free- 
lance musician who was 
briefly a part of Sensi. 

The offbeat blast-'em 
budget game Oh No! pro- 
vided light relief after the 
rigours of SEUCK. This was 
their only '88 release as the 
company began to work with 
Origin, the US RPG special- 
ists who recently won a Gold 
Medal for Space Rogue. Sensi 
embarked on a massive RPG 
adventure titled Touchstone 
(remember the band?). 'For 
two years we had been work- 
ing on the gameplay and 
story for Touchstone, a tradi- 
tional storyline fantasy RPG 
but with a twist in it. It 
became so big and very intri- 
cate. We originally wanted 
the player to be able to 
approach the game through 
one of the many plots and 
sub-plots. 

'Origin decided that the 
American market [that it was 
primarily aimed at] was 
changing towards the Nin- 
tendo consoles. There was no 
deadline as such but admit- 
tedly we weren't making 
much progress. Origin are 
good to work with and it was 
an amicable decision to stop 
the project in November of 
last year. The project is now 
dead but we still hold the 
copyright and we'd dearly 
love to see it come to life. The 
good thing about it is that it's 
adaptable. As we've worked 
on the story for eighteen 
months, and the gameplay 
for six months, it can be a text 
adventure, a Cinemaware- 
style game, even an arcade 
adventure, whatever — a 
game to suit the client. ' As 
yet there's no word on any 
interested software house. 
Fingers crossed though. 

Thankfully their next pro- 
ject suffered no such delays. 
And in early '89 Jon and Chris 
rocketed to the top of the 64 
programmers league with 

Sensi-Soccer, otherwise H 

known as the classic Micro- 
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Prose Soccer. After the likes 
of Wizball why a Soccer 
game? 

'To tell the truth, there 
were no good football games 
around. We'd seen Match 
Day 2 and that was alright 
but we wanted to do a game 
that we could play, a fun 
game. It took five months to 
write, not long but it took a 
long time to get the cheques 
through for it! Writs were 
involved to get the money out 
of MicroProse and with the 
departure of a certain person 
[no names!] from the com- 
pany we finally received a 
large cheque. It was very 
frustrating as we had a lot of 
bills.' Why did they go to 
MicroProse, the war sim 
specialists? 

v 'Well, there was no prob- 
lem getting people to see the 
game, we advertised in all the 
mags as you may remember 
and got loads of phone calls. ' 

MicroProse obviously 
offered the best deal, and sur- 
prisingly Ocean weren't all 
that interested enquiring 
through a third party but not 
pursuing the game any 
further; obviously they 
thought two football games 
would have been too much. 
But as it turned out, even a 
year on MicroProse Soccer is 
still by far and away the best 
C64 footie game, beating all 
the new licence-based 
releases into the ground. 'In 
.fact, SEUCK wasn't the 
Ibiggest seller for us, Soccer 
was. We're still getting good 
royalties for it. 1 

However, they were disap- 
pointed with the 16-bit con- 
versions by the Electric Pen- 
cil Company (Zoids, Fourth 
Protocol etc) . 'Kick Off proba- 
bly cost us a lot of money as it 
was released at the same 
time, although the 64 version 
was a pile of crap! [Well, he's 
honest!] We're not mil- 
lionaires but we've made 
other people millionaires ! 1 

' The MicroProse Soccer 
sequel is coming soon in time 
for the World Cup rush but 
it's nothing to do with us. For- 
tunately it's now being called 
World Cup Soccer or some- 
thing like that instead of 
MicroProse Soccer 2. Not that 
there's a lot we could have 
done about it if it was called 
MicroProse Soccer 2 \ ' 

Their most recent release' 
was of course Insects In 
Space, my favourite game on 
the superb, Sizzling Fourth 
Dimension compilation from 
Hewson. 'We knocked up 
Insects in two months over 
Xmas '88, we showed it to 
every budget house under 
the sun but no-one wanted to 
know. Eventually Hewson 
took it, but it was a bit weird 
as Hewson paid for the game 
and it never came out [until 
now] . It was planned for their 
budget label [Rack-it] but 
they stopped all that shortly 
after.' 



And what on the Rhineland 
possessed them to write 
Insects? 

'It was a bit of fun! Just a 
bit of a laugh! St Helen Bak, 
stupid name! ' 

And the risque sprite with 
the big boobies? 

'They could have been 
warts! 1 Errh, sure! 

After lunch, in the 'tempo- 
rary' Sensible Software den 
(Chris's house) I was shown 
the new tennis game that the 
duo have been working of for 
a year now. Planned for a mid- 
year release, Palace are cur- 
rently finalising the title, 
which they hope to get a big 
licence for. And after that? 

'I dunno,' Chris shrugged, 
'maybe we'll have a few 
months research and 
development first, we've 
already got the basic idea for 
a new game . . . 1 




T Chris and Jon reliving some of 
their great moments with 

Touchstone! 



cial follow-up to MicroProse Soc- 
cer with one- or two-player ten- 
nis action around the world. 

Instead of a look-down view- 
point a la Passing Shot with 
sprites, the game employs sup- 
erbly animated vector graphic 
players with triangular heads, 
which move surprisingly fast. 
Palace's Richard Joseph has 
come up with a maddeningly 
catchy rendition of the Wimble- 
don title music, but to know 
more you'll have to wait until 
next month. Rest assured it's 
going to be a typically Sensible 
game in its own Sensible way ! 
But in the meantime I had one 
last question for Sensi: were 
they going to take on the new 
technology and abandon the 
C64 like others have? 

'Well, funnily enough we were 
going to go on about how the 
C64 is dead and all that malarky 
but when you think about the 
sales of the C64 and the 
Amiga . . . We're going to be 
continuing for some time yet 
[with the C64]. The Amigas are 
pretty good in their own way but 
the 64 is still good. When par- 
ents go into the shops, they 
don't look at the computers, 
their hardware specifications 
and all that, they just look at the 
price.' 

Our thoughts exactly, but 
what of the mythical C64 con- 



sole? 

'It's a very interesting idea but 
they'd have to get the price right 
and of course there's the Nin- 
tendo to compete with/ 

What came as a surprise to me 
was the fact that the Sensible 
Software team don't get to play 
games that much, particularly 
their own! ! 'We simply don't 
have the time,' came the joint 
reply. Chris confessed to playing 
Pinball Wizard on the Amiga 
(the name of the publisher 
escapes us all at the time) and 
also MicroStyle's Stunt Car 
Rac$r 

1 Stunt Car Racer was good, 
too good in fact; we had to 
destroy the disk! There's some- 
thing about the game that holds 
the attention, even if you com- 
plete the practice courses you 
still want to play through the 
game — in fact the computer was 
too good! That's what we want 
to incorporate in our games, for 
the computer to make? mistakes. ' 

A sort of Artificial Intelli- 
gence? 

| 'Yes,' enthused Chris. 'Actu- 
ally, if anybody can show a flair 
for programming and game 
design then come to us ... ' 

4 Yes, come to us, ' Jon inter- 
rupted, 'if you're young and 
want to be exploited! ! ' 

Doesn't sound all that Sensi- 
ble to me, Jon! 






WHAT'S 
THAT 
RACQUET?! 

We'll do a proper preview on the 
tennis game next month, but for 
now I can tell you it's an unoffi- 
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Game 

Galax-i-birds 
Parallax 
Wizball 
SEUCK 
Oh No! 

MicroProse Soccer 
Insects in Space 



Issue Reviewed 

1 7 (Sep 1 986) 

1 8 (Oct 1 986) 
27 (Jul 1987) 
32 (Dec 1 987) 
38 (Jun 1 988) 
46 (Feb 1 989) 
59 (Mar 1990) 



60% 
93% 
96% 
Unrated! 
80% 
90% 
94% 




AMIGA 
SPECIALS 



Baal 7.99 

Menace 7.99 

Ballistix 6.99 

Deluxe Paint II 7.99 

F/Ball Manager * Exp Kit 11.99 

Time & Magik 7.99 

Rocket Ranger 9.99 

Dragon Spirit 7.99 

N. ZStory 7.99 

Shufflepuck Cafe 7.99 

TV Sports Football 12.99 

Galaxy Force 4.99 

Brian Cloughs Football 6.99 

F-1 8 Interceptor 9.99 

Eliminator 4.99 

Fish 7.99 

Trivial Pursuit New Begin . 6.99 

Trivial Pursuits 9.99 

Saint & Greavsie 4 99 

Knstal . 9.99 

Emmanuelle 7.99 

Lords of the Rising Sun .. 1 1 .99 

Speedball 8.99 

Batman the Movie 9.99 



Hunt for Red Octber 9.99 

Galdregons Domain 6.99 

Pacland 8.99 

Pacmania 8.99 

Stargliderll 7.99 

Conflict in Europe 6.99 

Seconds Out 4.99 

Joan of Arc 7.99 

Hollywood Poker Pro 7.99 

Blasteroids 5.99 

Nebulus 4.99 

Cybernoidll 4.99 

Netherworld 4.99 

Shadow of the Beast 17.99 

Tank Attack 8.99 

Gold of the Realm (1 meg) . 9.99 

Laser Squad 9.99 

Question of Sport 4.99 

Passing Shot 4.99 

Powerdrift 9.99 

Hunter Killer 4.99 

Daily Double Racing 9.99 

Photon Paint II 24.99 

Interphase 9.99 



TOP 20 AMIGA 



Xenon II 16.99 

Double Dragon II 13.99 

Gazzas Soccer 14.99 

Ninja Warriors 13.99 

Ghostbusters II 16.99 

Operation Thunderbolt 16.99 

Chase HQ 16.99 

Bomber 19.99 

Iron Lord 16.99 

Battle Squadron 16.99 

Hard Drivin 12.99 

Ghouls 'n' Ghosts 16.99 

Stunt Car Racer 16.99 

Pro Tennis Tour 16.99 

It Came From The Desert (1 Meg) 
19.99 



Norths South 16.99 

Sim City 19.99 

Turbo Outrun 16.99 

Space Ace 26.99 

Maniac Mansion 16.99 

Super Wonderboy 16.99 

TV Sports Basketball 19.99 

Dragons Breath 19.99 

Man Utd 14.99 

P-47 Thunderbolt : 16 99 

Rainbow Island 16 99 

Player Manager 12.99 

X-Out 13.99 

Conqueror 1 6.99 

Escape From Singes Castle .... 27.99 
Super Cars 16.99 



SUPREME CHALLENGE 

Only £19.99 

Flight Command 
Strike Force Harrier. 
Sky Fox II, Lancaster, 
Eliminator, Skychase 


COMPUTER HITS II 

Only £8.99 

Tetris, 
Black Shadow, 
Golden Path, Joe Blade 


TRIAD 3 

Only £19.99 

Rocket Ranger. 
Speedball, Blood Money 


PREMIER COLLECTION 

Only £9.99 

Exolon, Nebulus, 
Netherworld, Zynaps 


TRIPLE PACK 

Only £16.99 

Hostages, 
Purple Saturn Day, 
Kult 


PRECIOUS METAL 

Only £15.99 

Captain Blood, 
Xenon. Arkanoid II, 
Crazy Cars 


MAGNUM 4 

Only £19.99 

Afterburner, 
Double Dragon, Operation 


LIGHT FORCE 

Only £16.99 

Bio Challenge, 
IK+.R-Type, 
Voyager 


Wolf, Batman The Caped Crusader 



Coming soon 



CLASSIC 
COLLECTION 



DungeonMaster(lmeg) . 16.99 
Dungeon Master Editor .... 7.99 

Battlechess 16.99 

Colossus Chess X 12.99 

Steve Davis Snooker 10.99 

Kings Quest Triple Pack . 24.99 

Falcon 19.99 

Flight Simulator II 26.99 

Lombard RAC Rally 15.99 

Scenery Disk 7, 9 or 11 . 13.99 

War in Middle Earth 13.99 

Robocop 16.99 

Waterloo 9.99 

Bloodwych 16.99 

Battletech 16.99 

Wayne Gretzky's Hockey 14.99 

Deluxe Paint 3 54.99 

Deluxe Scrabble 13.99 

Dragon's Lair (1 meg) .... 26.99 

Bard's Tale II 16.99 

Ferrari Formula 1 16.99 

Grand Prix Circuit 16.99 

Ultima IV 16.99 

Zak McKraken 16.99 



Forgotten Worlds 13.99 

Test Drive II 16.99 

Gunship 12.99 

Shoot 'em up Const. Kit . 19.99 
Balance of Power 1990 .. 19.99 

RVF Honda 16.99 

I Jones The Adventure ... 16.99 

Kick Off 12.99 

Falcon Mission Disc 13.99 

Populous 16.99 

Populous Promised Lands 7.99 

Super Cars (TD II Disc) 8.99 

California Challenge 

(TD II Disc) 8.99 

Muscle Cars (TD II Disc) ...8.99 

F1 6 Combat Pilot 16.99 

Future Wars 16.99 

Drakken 19.9S 

Drivin Force 16.99 

Hound of Shadow 16.99 

Kickoff Xtra Time 6.99 

Microprose Soccer 12.99 

Elite 12.99 



COMMODORE 
SPECIALS OFFERS 



Firezone 2.99 

Troll 99p 

Speedball 3.99 

Bombuzal 2.99 

Pacmania 3.99 

Football Manager II 3.99 

Running Man 3-99 

Afterburner 3.99 

Brian Cloughs Football 3.99 

Time & Magik cass/disc ... 3.99 

Blasteroids 1.99 

Trivial Pursuits 6.99 

Trivial Pursuits New Begin 

4.99 

Dark Castle 2.99 

Phobia 3.99 

Game Over II 2.99 

President Is Missing 3.99 

Hunt For Red October 4.99 

Pacland 3.99 

Passing Shot 2.99 

California Games 3.99 

Galdregons Domain 4.99 

Laser Squad 4.99 

Mini Golf 2.99 



Annals ot Home 3.99 

Rimrunner 99p 

Stifflip&Co 99p 

Cauldron 11 99p 

DeJaVuDisc 4.99 

Citadel 3.99 

Bored of the Rings 3.99 

Paperboy 2.99 

Matchday 2.99 

Combat School 2.99 

Ikari Warriors 2.99 

Hypersports 2.99 

IK+ 2.99 

Ghosts n Goblins 2.99 

Dragons Lair 2.99 

3 Stooges Disc 4.99 

Pacland Disc 4.99 

Pacmania Disc 4.99 

Afterburner Disc 4.99 

Apache Strike Disc 4.99 

Ghosts n Goblins Disc 4.99 

L. A. Crackdown Disc 4.99 

Tracker Disc 4.99 

Road Warrior Disc 4.99 



COMMODORE 64 

CASS DISC 

Batman the Movie . 6.99 10.99 

Powerdrift 6.99 10.99 

Gazzas Soccer 6.50 9.99 

Untouchables 6.99 10.99 

Robocop L. 6.99 10.99 

Hard Drivin 6.99 10.99 

Continental Circus 6.99 10.99 

Turbo Outrun 6.99 10.99 

Double Dragon II .. 6.99 10.99 

Myth 6.99 10.99 



TOP 20 MOVERS 

11. Chase H.Q 6.99 10.99 

12. Bomber 9.99 12.99 

13. Tusker 6.99 10.99 

14. Retrograde 6.99 10.99 

15. Ghostbusters II 6.99 10.99 

16. Ghouls n Ghosts ... 6.99 10.99 

17. Altered Beast 6.99 10.99 

18. Kick Off 5.99 10.99 

19. Snare 6.99 10.99 

20. Cabal 6.99 10.99 



SOCCER SPECTACULAR 

Only £4.99 Disc £11.99 

Peter Beardsley's Soccer, 
Football Manager. Soccer Supremo, 
Handball Maradona, World Champions 


SUPREME CHALLENGE 

Only £4.99 Disc £10.99 

Elite, Ace, Sentinel, 
Starglider, Tetris 


THE BIZ 

Only £9.99 Disc £12.99 

R-Type, Double Dragon 

Operation Wolf, 
Batman Caped Crusader. 


TOLKIEN TRILOGY 

Only £7.99 Disc £11.99 

The Hobbit. 
Lord of the Rings, 
Shadow of Mordor 


100% DYNAMITE 

Only £10.99 Disc £13.99 

Last Ninja II, 
Double Dragon, 
WEC Le Mans. Afterburner 


THALAMUS THE HITS 

Only £8.99 Disc £13.99 

Hunter's Moon, Que-dex. 
Hawkeye, Armalyte, 
Delta, Sanxion. 


30 RED HOT HITS omy£6.99 

Ghostbusters. l-Ball. F. A. Cup, Park' Patrol, Agent X. Thrust, Kane, Harvey Headbanger, 
L. A. Swat. War Cars. Ninja Master, Tarzan. Rasputin,.Ninja Hamster, Ollre & Lisa. Druid II, 

Ricochet, Magnetron, Zolyx, Morlhies. Exploding Fist, Samurai Warrior. Dan Dare. 
Mystery ot the Nile, Formula 1, Meg Apocalypse. Brian Jack's Superstar Chaalenge. Traz 

Tau Ceiti. Frtghtmare. 





CLASSIC 
COLLECTION 





CASS DISC 


Grand Prix Circuit 


6.9910.99 


Space Ghost 


10.9910.99 


Test Drive II 


6.9912.99 


3D Pool : 


... 6.99 10.99 


Super Cars (T.D. II) 


N/A 6.99 


Treble Champions 


M 6.99 10.99 


California Challenge T.D. II 


N/A 6.99 


Stnder 


... 6.99 10.99 


Bards Tale 1 


2.99 6.99 


Airborne Ranger 


... 10.99 13.99 


Bards Tale II 


N/A 12.99 


Gunship 


... 1099 13.99 


Bards Tale III 


N/A 12.99 


Quarterback 


... 10.99 13.99 


Shinobi 


6.99 10 99 


War in Middle Earth .... 


.. 6.99 10.99 


Dragon Wars 


N/A 12.99 


Colossus Chess 4 


6.99 10.99 


Emlyn Hughes Soccer .... 


6.99 10.99 


Colossus Bridge 


. 8.99 10.99 


1 Jones Last Crusade 


6.99 10.99 


Heroes of the Lance .... 


... 7.99 11.99 


Flight Simulator II 


12.99 2 6.99 


Dragon Ninja 


... 699 10.99 


Jack Nicklaus Golf 


6.9912.99 


Rick Dangerous 


... 6.9910.99 


Microprose Soccer 


10.99 13.99 


Silkworm 


... 6.99 10.99 


Ninja Warriors 


6.99 10.99 


Pools of Radiance 


... N/A 17.99 


PHM Pegasus 


2.99 6.99 


Hills Far 


... N/A 14.99 


Sim City 


N/A 14.99 


Curse ot Azure Bonds . 


... N/A 17.99 


Risk 


8.99 1 1 99 


Mr Heli 


... 6.9910.99 


Shoot Em Up Const. Kit .. 


10.99 13.99 


Silent Service 


... 6.99 10.99 


Times of Lore 


6.99 10.99 


Weird Dreams 


... 10.99 13.99 


World Tour Golf 


2.99 699 


Secret Stealth Fightet . 


...10.9913.99 


Zak McKraken 


N/A 1299 


Red Storm Rising 


... 10.99 13.99 


Pirates 


10.99 13.99 


Stunt Car Racer 


... 6.9910.99 




Tank Attack 


... 9.99 11.99 
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ORDER FORM 



Please supply me with the following for 



Computer 
Titles 



Price 



DATE: 

NAME: 

ADDRESS: 



.Post Code 



TEL: 



Please make cheques 
& PO payable to 
Turbosoft 



ZZAP MAY 90 



Orders under £5 please 
add 50p per item. Over 
£5 p&p FREE in UK. 
Elsewhere please add 

£1.50 per item. 
N.B. Please state clearly 
mode of computer & 
also cassette or disc 
when ordering 



WANTED 



Zzap's wanted. Issues 1 to 1 2, 29, 34 and 42. 

Needless to say, must be in good condition. 
Write to Troy, 8 Strathesk Road, Penicuik, Lot- 
hian. Good prices paid. Will collect in Edin- 
burgh area. 

Vinsoft and Gladius - Masters of Spectrum 
homegrown software require C64 program- 
mers and programs. Send programs (cas- 
sette)/details on them and yourself (+ postage 
for return) - Top royalties paid - to V. Vity (Z2), 
11 Willor Gr., Bare, Morecambe, Lanes. LA4 
6JJ. 

New Clonemaster (Datel). Knight Tyme & 
Labyrinth (games). Also solutions to Short Cir- 
cuit & Stormbringer. A.E. Cleminson, 8 Clifton 
St., Scarborough Y012 7SR. Phone 371604. 

Mind Power seek the best artists coders 
musicians to achieve never done before ideas. 
Would preferably like people to be in Wirral. If 
so send some of your work now. Amiga only. 
T. Clarke, 58 Charlotte Road, Wallasey, Mer- 
seyside, Wirral L44 ODW. 

Wanted Doomdarks Revenge for C64. 

Please help, phone now on 0463 232633 ask 
for Duncan. Now! 



FOR SALE 

Commodore 64 & datacassette, £500+ 
worth of software including Microprose Soc- 
cer, Powerdrift & Bubble Bobble, 2 joysticks, 
1 joyball, reset switch. All good condition. 
Woi th over £750, will sell for £220 ovno. Phone 
Neil: (01) 668 3928. 

Commodore 64 software for sale. Many 
titles available, prices from £1.00 each. For 
lists send large SAE to Michael Vainola, 5 
Woodside Cottages, Highwood, Chelmsford, 
Essex CM1 3RD. 

C-64, disk drive, datassette, lightgun, printer, 
mouse, black and white TV, two joysticks, over 
£300 worth of games and other software 
(disks and tapes). £475 ono. Phone 051 327 
6862 after 6.00pm. 

Look! C64 original tapes for sale including 
Op Wolf and Road Blaster. For full list send an 
SAE to Neil Hewitt, 42 Kendall Road, Staple 
Hill, Bristol BS1 6 4NB. Tel: 0272 562403. 

C64 computer and tape recorder, not work- 
ing, suitable for spare parts. 1 764 RAM expan- 
sion, tape recorder and Enhancer 2000 disk 
drive. Reasonable condition. Offers, Wel- 
lingborough (0933) 665475. 

C64 (boxed), C2N, Comp. Pro joystick, over 
250 games, all originals, two power supply 
units. Worth over £1 000, will sell for £200 ono. 
Contact Greg on 0933 623254. An offer you 
can't refuse. 

Oceanic OC-118 disk drive for sale. Six 

months old with £60 worth of software and 
mags. All for £99. Please phone Chris on 
(03526) 61587 after 4pm. Hurry! 

C64c, Oceanic disk drive, MPS801 printer, 
Action Replay cartridge, £1000 of games, all 
latest releases, NEOS mouse and graphics 
packages, GEOS, WP, spread sheet, 
database, Pascal. £400, discount for quick 
sale. Phone Robert evenings 0634 573479. 

For sale two linked CBM 64's plus disk drive, 
printer, modem, sampler, mouse, carts, 
including Expert Final III power cart., C2N,Tur- 
bocopy, Eprom board, 200 disks, manuals. 
£7,000 worth, quick sale £600! Eastbourne 
0323 768243. 

CBM 128 with tape deck, disk drive, games 
on disk and tape, £300 ono. Tel: Wareham 
(0929) 553865 after 6pm. 

C64c, two C2Ns plus a Load-it, two joys- 
ticks, many original games including Armalyte, 
Untouchables, Op-Wolf, Speedball, Last Ninja 
One and Two, Platoon, Silkworm, Myth, Bom- 
buzal etc. Worth over £750. Only £300. Tel: 
Derek 688 0391 (Croydon). 



C64, C2N, light pen, speech synthesiser, 
Music Maker II + keyboard, joyball, Turbo 
joystick, The In Crowd, Supreme Challenge, 
Barbarian l + ll and many other original games 
worth over £400. Everything boxed, mint con- 
dition, £1 99. Phone (0689) 52099 (Orpington). 

Oceanic disk drive, with loads of games, plus 
Expert cartridge and Power cartridge with 
software. Will sell for £100 ono. Ring (0226) 
288006 after 4pm. 

C64 with data recorder, disk drive, MPS 801 
printer, Super Script and Super Base, over 50 
games, plus business programs and books. 
Worth over £1000, bargain at £550. Phone 
0766 771191 evenings. 

Bargain! C64, one year old, data cassette, 
oystick, reset switch, £300 worth of software 
ncluding Batman The Movie, Ghouls, Turbo 

Outrun, Untouchables, Thalamus Hits, plus 

Zzap! mags. £190. Phone Jason quick! After 

3.30pm (0977) 684187. 

Atari STFM, £800 of the best games, all over 
90%, Dungeon Master, Populous etc . . . Last 
2 years of ST Action, 1 3 months old, boxed as 
new. Worth £1500, only £300. Ring for details 
(0494) 765560. 



SX-64 portable Commodore 64 complete 
with disk drive, five inch colour monitor, Turbo 

ROM, modem and lots of software. As new 
£280. Phone Stephen on (041) 427 0371 . 

C64, C2N data recorder, 1541 disk drive, 
joystick, 50+ disks of software and disk box. 
Also some original cassette software. Very 
good condition. £200 ovno. P. Inkpin, 1 8 Gun- 
ners Way, Elson, Gosport, Hampshire P012 
4DS. 

Expert cartridge with Rocket software + 

utility disk £25. Freeze machine cart + utility 
disk £20, Renegade 3 disk copier £20. Also 
many original disk games. Send SAE for list, 
very cheap. Nick 0279 391 46 after 5pm. 



C64 tape original games. Send SAE. Loads 
very cheap. Also Nintendo console + six 
games, like SMB 1 + II, all boxed, as new, sell 
£115 inc. P&P. Write: R. Kemp, 4B Currents 
Lane, Harwich, Essex C012 3DE. 

C64, disk drive, printer, datasette, £600 soft- 
ware, 150+ disks, books, magazines etc. All 
boxed and in excellent condition. Cost over 
£1 300. Any reasonable offer considered. Tele- 
phone James on Tamworth (0827) 54709. 

Lots of C64 games for sale at really wicked 
prices. £1.35 - £2.69. Latest titles included. 
Also 3.5" DSDD disks, guaranteed, 10 for 
£6.50. E G Distributors, 34a Marina, Bexhill- 
on-Sea, East Sussex TN40 1BP. Tel: 0424 
730209. 

C64 + Amiga games + demo disks for sale. 
- All the latest! C64 tape from £1 .50, disk from 
£2. Amiga from £.50 per disk. Write for list to 
J. McCarthy, 10 Villa Blanchard, Blan- 
chardstown, Dublin 15, Ireland. Write soon! 



CBM64, 1541 disk drive, Disk Demon DOS, 
Burst Nibbler and games. £200. Phone Phil on 
(0905) 771993, after 5.30pm. Also C64c, 
datasette, Sound Expander, nearly £1000 of 
games. Phone Phil on (0905) 771993 after 
5.30pm. 

CBM64c, perfect condition, Oceanic disk 
drive, Expert cartridge, Load-it cassette deck, 
joystick, 1 00 games, 50 blank disks. £300 ono. 
Contact Richard on (0909) 771845. 

C64 disk games for sale, Sublogic 
simulators, each for £10, not available from 
computer shops! Nebulus, Chuck Yeager's 
AFT, Red Storm Rising, Gunship, £5 each. 
Ring 0252 874932, ask for Paul after 5pm 
except Mondays. 

C64 for sale, mouse and cheese, joystick, 
Music Maker, 2 datasettes, £500 worth of 
games plus accessories. Sell for £1 85. Phone 
0628 27056. 



PEN PALS 



C64 penpals wanted. All letters or disks 
answered. Write to Sara Dowling, 53 David 
Street, East Devonport, Tasmania, 7310 
Australia. So come on write soon! 

Contacts wanted to swap/sell latest VHS vid- 
eos, also to swap Amiga stuff. 100% reply. UK 
only please. Send to: Jezz, The Laurels, Rope 
Way, Hook Norton, Oxon. OX15 5QD. 

C64 disk contacts wanted to swap latest 
stuff. No lamers. Also into graffiti and swappin 
train pics. Send disks and letters to Rob, 17 
Prince Charles Close, Southwick, Brighton 
BN42 4PQ, England. 

Amiga contacts wanted world wide. Send 
disks/lists to: Teuvo Kaartamo, Ylankotie 4, 
Jarvenpaa, Finland. 100% reply to any letter. 

C64 disk contacts wanted world wide. Send 
letters or disks to Robert Hitzke, 32 Ralph St 
Clontarf, 4019 Q.L.D., Australia. Guaranteed 
100% reply to every letter. Everyone welcome, 
write now. 



C64 contacts wanted to swap latest games. 
Send disks to Martyn, 36 Waun Penlan, Rhyd- 
y-Fro, Ponty, Swansea SA8 3BB. 100% reply, 
foreigners esp. Tel: (0792) 862869. Write soon 
or miss out on the action! Large collection of 
disks. 

C64 contacts wanted (disk), send list or 
disks to Jack Sukkar, PO Box 2431 , Amman, 
Jordan. 100% reply (honest!). Also Expert 
V4.1 R software wanted (fast). 

C64 disk contacts wanted to swop latest 
stuff. Send lists, disks to Gaz, 24 Kilmory Gar- 
dens, Carluke, Strathclyde ML8 5SB. 100% 
reply, so get writing. 

CBM 64 tape or disk owner would like pen- 
pals from all around the world to swop games 
and demos. Write to 8 Caithness Court, Run- 
corn, Cheshire, England. Enclose list. 100% 
reply. 

C64 contacts wanted world wide tape, disk 
to swap hints, tips, utilities etc. Send your list 
to Ian, 148 Milton Road, Yate, Bristol BS17 
5ET. No lamers!!! 100% reply. 

Amiga contacts wanted. Write to: Jay, 5 
Silver Wood Gardens, Lobley Hill, Gateshead, 
Tyne & Wear NE11 0DQ. 100% reply if you 
send disk(s) and/or list. 



USER GROUPS 

CBM 64/Amiga PD disks £1.50, or get one 
free when you join 'Crystal' Unicorn, Britains 
No.1 contact system. 1000+ members. 
Write:- Adam, Crystal Unicorn, 'Redways', 
Harps Hall Road, West Walton nr Wisbech, 
Cambs. PE14 7DJ. 



FANZINES 

FREE bumper tips section in issue 2 of 
AmigaZine, the all new Amiga fanzine. Over 20 
great games reviewed. Send only 75p and an 
A4 SSAE to 29 Uttleworth Hill, Hednesford, 
Cannock, Staffs. WS12 5NS. 



MISCELLANEOUS 

Always dreamed of being rich? Dream no 
more! For free information send SAE to Alistair 
Ross, Dunstrone, Strone, Dunoon, Argyll. 

Earn £100s in weeks in a totally legal way. 
Ignore all the other money making schemes, 
this is the best. Send SAE for free info to: S. 
Hartley, 2 Beech Croft, Walton, Wakefield, W 
Yorks. WF2 6NY. 

All coders, artists and musicians wanted to 

join a new group on the 64. Call (0602) 752237, 
ask for Paul. Send to 180 Nottingham Road, 
Hucknall, Notts. NG15 7QD. 100% reply. All 
welcome to join! 



Amiga demos library. Disks £2 each. Send 
disk for list or buy 5 random disks for £8. Write: 
T. Lake, 21 Stanley Road, Morecambe, Lanes. 
LA3 1 UP. We are fast! Contacts also wanted! 
Bye folks. 



If you want to play a PBM football game, 

then SENT-OFF is the one. £1 per game, 
weekly, free monthly magazine and lots more. 
£2 to join. SENT-OFF, Park House, Melville 
Grdns, Montrose DD1 0 9HG. 



PD demos C64 disk. Send a SAE for your free 
catalogue, around 20 disks on catalogue. D. 
Walton, 18 Heysham Park, Heysham, Lanes. 
LA3 2UD. Disks £1.70 each and £13 for the 
first lot of 10 disks. 



Hey you! Sit down and shut up. Wanna make 
loadsa money? No sweat. Send SAE for info 
to 40 Hercies Road, Uxbridge, Middx. UB10 
ONA. Don't delay, do it today. 



The Games Machine Exchange Club will 
swop your boring games with other members. 
Free membership. All Commodore com- 
puters. Send SAE to T.G.E. (21), 106 Ardgo- 
wan Road, London SE6 1UU. 



Earn lots of money with your computer. One 

simple idea only. £2.00 cheques to M. Gibbon. 
Lots of software for sale on Amiga, C64. M. 
Gibbon, 20 Seatonville Road, Whitley Bay, 
Tyne&WearNE25 9TR. 
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35 WORDS FOR ONLY £4.50 

Thousands of Commodore computer owners across the world read ZZAP 1 every mor.tn. The 
Reader Classifieds are your low-cost opportunity to reach them with a small ad. whether you want 
to buy. sell, swap or advise. And It's simple - a one-off cost for up to 35 words for £2.50. Just fill 
in the form below! 



CLASSIFIED HEADINGS 

ZZAP! Reader Classified Section is not open to trade or commercial advertisers, but Fanzines 
may use it. The headings are self-explanatory: WANTED, FOR SALE, SWAPLINE, USER 
GROUPS, PEN PALS, FANZINES and EVENTS DIARY (for club/user group news, meetings or 
planned events). However, be careful about ZZAP 1 publishing dates with the fast 1 



HOW TO PLACE YOUR SMALL AD 

Cut out and send off the form, together with your payment of £2.50 per entry form (cheques or 
postal orders preferabry, made payable to NEWSFIELD LTD). Photocopies of the form are accep- 
table. 

■ The maximum is 35 words 

■ The service is not open to trade/commercial advertisers 

■ Small ads will be pnnted in the first available issue 

■ The editor reserves the nght to refuse ads which do not comply with normal decent practice, 
or which could be interpreted as encouraging software piracy 



r 



ZZAP! READER CLASSIFIEDS 

Send to ZZAP! READER CLASSIFIEDS, PO Box 10, Ludlow, Shropshire SY8 1DB 

Name ; 

Address 



Postcode 



Tick Classified heading: 

□Wanted QFor Sale QPen Pals [Jjser 

QEvents Diary [^Miscellaneous 

Mathod of payment □Cheque GPostai Order 



Groups FJFanzmes 



Write your advertisement here, one word per b'-x. and include name, address and phone 
number it you want thern printed. 



IF AN ADVERT 
IS WRONG, 

WHO PUTS 

IT RIGHT? 

We do. 

The Advertising Standards Authority ensures 
advertisements meet with the strict Code of Advertising 
Practice. So if you question an advertiser, they have 



to answer to us. 

To Unci out more about the ASA, 
please write to Advertising Standards 
Authority. Dept. X, Brook House. 
Torringlon Place. London WC1K 7I1N. 




ASA 



This spare Is donated In Ihe Interests of high standards In advertisements. 



"Due to the recent bulk purchase 
we have on offer a number of 
remote controlled joystick systems 
for the Commodore 64 computer" 



Each system consists of Joystick with in built Transmitter, 
and a Receiver that plugs into the C64 joystick port. 
No irritating leads, just total freedom to zap away from 

anywhere in the room!. 
Only £24.99 each plus £3 P&P orders should be sent 
to:- Soft Scan (ZZAP) PO Box 84, Hereford, HR4 9YU. 

Telephone orders accepted on 

0432 50836 ~ V7S>4 






ENSURE YOUR 
REGULAR COPY 
OF 

Ever rushed to your local newsagent's to get the latest ZZAP! and find they've 
all been sold out? Ever felt the misery of a completely ZZAPNess month: no 
reviews of the very latest games, no news of what's coming out for your 64 or 
Amiga, no way of knowing whether that game in the computer shop really does 
have 'graphics so gorgeous you'll invite them out to dinner'? 

With upcoming ZZAPIs coming with yet more Megatapes and plenty of Sizzl- 
ing games, finding your fave monthly mag won't be easy! 
So have you thought of asking your friend ly newsagent to reserve a copy of the 
most happenin' computer magazine around? Well, just fill in the form below, 
hand it to your newsagent, and you need never be ZZAPNess ever again! 

Please place me a regular monthly order for ZZAP! Magazine 

Name 

Address 



To the Newsagent: 

ZZAP! Magazine is published in the middle of every month by Newsf ield Ltd, 
1 -2 King Street, Ludlow, Shropshire SY8 1 AQ. Tel: 0584 875851 , and distri- 
buted to the newstrade by COM AG (08954 44055). Please check with the pub- 
ishers if you have any difficulties in obtaining supply. 



i 




a SPEEDYS0Y7 



INTERNATIONAL 

I HI I AS I LSI MAll OKI )IlK SI.RVICI. ,\\ All Alii I 



ADVERTISEMENT 



COMMODORE 64 SPECIAL OFFERS 



£1.00 

Percy 

Fizz 

Motos 

Zone Patrol 

Looney Balloons 

Mad Doctor 

Gryoscope 

Ceaser The Cat 

Spelunker 

Prodigy 

Enclave 

Herberts Dummy Run 

Space Tunnel 

Star Quake 

Zenith 

Java Jim 

Black Hawk 

Slurpy 

Ore Attack 

River Rescue 

Realm 

Code Hunter 
Hocus Focus 
Thunderforce 
Pirate Base 
Spira tes/Sno wmen 
Sorcery 
Swamp Fever 
Zyto 

Gauntlet Deep Dungeons 
Rollaround 
Rainbow Dragon 
Buffalo Round Up 
Pandora's Box 
Ciphoid 9 
Frantic Fredd e 

£1.50 

Space Doubt 
Rescue on Fractalus 
Willow Pattern 
Chimera 
Blade Runner 
Saracen 

Mission Genocide 
Fighting Warrior 
Bosconian 87 
American Football 
Talladega 
Starion 

Master of the Lamps 



Outlaws 

Amazon Woman 
ATV Simulator 
Super G-Man 

£2.00 

On The Tiles 
Death or Glory 
Last Mission 
Deceptor 
Quartet 
Sun Star 
Hacker II 
Psycho Soldier 
Atnena 

Fifth Quadrant 

Bounces 

Scary Monsters 

Montezuma's Revenge 

Metrocross 

Magnetron 

Kinetik 

Kaos 

Big Deal 

£2.50 

Lords of Midnight 

Superman 

Psi Warrior 

Matchmaker 

Trading Game 

Mini Golf 

Que Dex 

Never Ending Story 
Hypaball 
Red Hawk 
Kensington 

£3.99 

Running Man 
4 Smash Hits 
Bobs Full House 
Blasteroids 

£4.99 

Go Crazy 

Patrick Moore Astronomy 
Not A Penny More 
TV Special (3 games 
B. Clough Football 



SPECIAL OFFERS 

Operation Wolf £14.99 

TecnoCop £8.99 

Pacmania £9.99 

Peter Beardsley £10.99 

Blasteroids £9.99 

Scorpio £7.50 

Strip Poker 11+ £9.99 

Face Off £7.50 

Phantom Fighter £9.99 

Highway Hawks £9.99 

Fast Lane £12.99 

CARRIER COMMAND ... £12.99 

Continental Circus £12.99 

Ghouls & Ghosts £16.99 

THUNDERBIRDS £9.99 

Winners (4 games) £19.99 

Sporting Triangles £12.99 

Saint & Greavsie £9.99 

Predator £9.99 

New Zealand Story £13.99 



AMIGA SOFTWARE 

£4.99 



Ski Simulator 

Treasure Island Dizzy 

BMX Simulator 

Nitro Boost 

Atelier 1990 

Little Computer People 

Kikstartll 

Motorbike Madness 

World Darts 

Cybernoid 

Joe Blade 

Joe Blade II 

War Machine 

Rocky 

Pub Pool 

Hollywood Poker 
Drum Studio 
Sidewinder II 
Roadwars 
Kelly X 



SEND YOUR CHEQUE OR POSTAL ORDER MADE PAYABLE 

TO: SPEEDYSOFT INTERNATIONAL 
SOMERFIELD HOUSE, 296 Warwick Road 

Solihull, West Midlands, B92 7AF 
CREDIT CARD ORDERS TEL: 021 706 2255 



Name Comp Type 

Address . 



Visa/ Acc ess / Mastercard/Eurocard 
Card No. I I 



u 



Expiry Date: 
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Post & Packing 
Grand Total 



C1 00 



Everything you need - 
ju' to know about Girls! JL* 

Chatting up, kissing.fr 
» flirting and more ! 

DIAL 0898 1 22980 



A Voiceline production. Calls cost 25p (cheap rate) and 38p 
(at all other times) per minute inc. VAT. Voiceline Ltd., 

P.O.Box 1640, London NW1 8NP. 
You must get your parents permission before you dial. 




for the Commodore 64/128 




great games in 




tape: £8.99 




mega package 



disk: £11.99 



prices include p + p 



Stratagos: 

Citadel of . 
Corruption' 

Castle Boy: 

Starburst: 

FREE: 'MONEY!' 



PUZZLE 
ADVENTURE 

PLATFORM 
ACTION 

the greatest SID and sample 
music demo on the C64/128 



Cheques, P/O's payable to: 

Digital Dynamite 

Mail Order Dept. ZAP 1 , 54 Watermill Road, 

Fraserburgh, Grampian, AB4 5RJ 



THE FOOTBALLER 

Cult, £2.99 Wf 1 




STRIKER 

Cult, £2.99 • 



Once you've seen one football 
management game you've 
pretty much seen them all. But this 
latest one from Cult (they've already 
released a good half dozen) is so old 
hat it should be in a millinery 
museum. 

You get to manage a rubbishy 
Fourth Division side with the aim of 
getting promotion in the League and 
winning the FA Cup. There are the 
usual footy management features 
like picking your players for the 
match, buying and selling players, 
and managing the club's finances. 
Presentation is basic with no 



It's third time lucky for Cult. The 
last of their trio of footy releases is 
the only one not to score an own 
goal. 

You get to manage one of the 16 
teams in the fictional British Super- 
league. All the usual management 
features are included: team selec- 
tion, buying/selling of players, and 
finances (instead of getting a bank 
loan you must ask the club's direc- 
tors for cash). 

The transfer system is one of the 
game's most impressive features. 
You can bid for any transfer-listed 
player from the other teams. Any of 
your own team's players can also be 
put on the transfer list. However, 
you'll have to accept any other 
team's offer for him - not very fair. 

The oddest thing about the game 
is that the players don't have ratings: 



match graphics; not even a text 
description of the action. No, you 
just sit there waiting for the score to 
change. You don't even get to put 
substitutes on, so you might as well 
just see the end result. Except 
you're not allowed; you are forced 
to watch the clock counting away 
the minutes. 

The original Football Manager 
was released well before ZZAP! 
existed, and it was still miles better 
than this. As far as I'm concerned, 
this is non-league material. 

OVERALL 20% 



the only way to know good they are 
is to watch them in action. The 
match display is an abstract one. A 
plan view shows both teams' com- 
pletely static players. Strangely, the 
ball isn't shown: instead the players 
around its imaginary position flash 
(without getting arrested). 
Whichever one gets the ball is then 
highlighted before he kicks it up the 
field. Goals are greeted with a spec- 
tacular cry of 'GOAL!' from the 
otherwise silent match commen- 
tator. Either of your two substitutes 
can be put on at any time. And if you 
find the action tedious, you can skip 
to the final result. 

To scout for new players you can 
'record' one of the other matches 
taking place. However, all you get is 
a very brief match report screen 
showing the score and the numbers 



This is just one of three new footy 
games from Cult. And unfortu- 
nately it's definitely the worst, well in 
the running for 'turkey of the year'. 

You play the striker on a football 
team. Apart from looking at tables of 
statistics all your options are limited 
to asking for a transfer to another 
team, doing some training, or play- 
ing in a match. Both training and 
playing bring up the same ridicul- 
ously simple 'arcade' sequence. 
Your little stick man player stands in 
front of the opponents' pathetically 
drawn goal, and you have to stop a 
direction meter in the right place to 



of the scorers (I should ask for my 
money back on that video recorder 
if I were you!). 

Sadly, this isn't the only flaw. Even 
though each player has a specified 
position (central defender, left 
winger, centre forward etc) they can 
play in any position seemingly with- 
out any adverse effect. And no mat- 
ter how many defenders, midfiel- 
ders, and attackers you have in the 



score. As the goalie is glued to the 
spot and can only fall to the left or 
right, this isn't exactly a difficult 
task. 

However, in a match you may not 
even get a single chance to shoot. 
This wouldn't be so bad if you could 
see the rest of the action, but your 
view is limited to the empty oppo- 
nents' goal area - all you get to see 
is the clock counting down. 

If ever a game was akin to watch- 
ing paint dry this is it. It's a sort of 
football manager game without the 
management! 

OVERALL 5% 



side, they always appear in the same 
formation during the match - there 
is a 'formation number' on the team 
selection screen, but its relevance is 
a complete mystery to me. 

Still, for the budget price, British 
Superleague isn't bad value. 
Though it's not in the First Division 
of management games, it scores 
most for its attempts at innovation. 

OVERALL 60% 
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Cult, £2.99 



PUB TRIVIA SIMULATOR 

Code Masters, £2.99 



Contrary to popular belief, people 
don't go to pubs to meet 
friends, play darts, or even get 
drunk. Well at least Code Masters 
don't. Their ideal pub is frequented 
by greedy intellectuals whose sole 
purpose is to win loads of money 
out of the quiz machine. The punters 
stick their 10ps in, answer a few 
easy questions, and - just when 
they are about to win a cash prize - 
the machine invariably comes up 
with a gem like: 'What was the name 
of the first President of San Marino's 
goldfish?' 

Still, at least you can't lose any 
real money in Pub Trivia Simulator. 
The only purpose of winning imagi- 
nary cash is to extend your credit for 
a really high score. The questions 
are all multiple choice - use the joys- 
tick to move your hand over either 
the 'A', 'B', or C button to answer 
inside the time limit. 

Questions come , in four 
categories - Sport, Pop Music, 



Showbiz, and General Trivia -which 
appear in a pyramid of question 
cards. Correctly answer a card at 
the bottom and you can select either 
of the two cards above it. Get the 
top card question right and you're 
transported to the 'money maze' - 
another pyramid of questions, but 
this time some of them carry a cash 
prize (1 Op!) for the correct answer. 

Despite the conspicuous lack of 
alcohol in the ZZAP! office, Pub 
Trivia SimulatorkepX the whole team 
interested for an afternoon of enjoy- 
able trivia. As with other quiz games 
the questions inevitably start 
repeating after a while, but even 
when they do, the multiple choice 
answers are cleverly jumbled up to 
make them appear different. And 
there are two extra question blocks 
on the tape, giving an impressive 

total of 2000 questions to keep any 
trivia buff happy for a while, If 

OVERALL 76% 




FAST FOOD 

Code Masters, £2.99 



You may remember the days 
when fast food was a pleasure. 
But now the food has got so fast you 
have to chase it! 

That arcade-adventuring egg, 
Dizzy, runs around a maze packed 
with grub for him to scoff. But unfor- 
tunately, the monsters which patrol 
the maze are also hungry and like 
nothing better than raw egg - 
they've obviously never met Edwina 
Currie. m ^ 

When ail the food has been gob- 
bled, Dizzy progresses to the next 
maze with even more monsters. It's 
just as well there are some special 
items to make things easier when 
collected. These include magic 



boots to make Dizzy run faster than 
an Olympic sprinter (much better 
than steroids!) and various relishes 
to slow, freeze, or kill the monsters. 
On the later, harder levels, there are 
also invisible hedges through which 
only Dizzy can go. 

Fast Food is a classic example of 
a cheap and cheerful game. Presen- 
tation is good with cute graphics, 
jolly tunes, and ten different inter- 
level cartoon sequences. And while 
the action is hardly innovative, it's 
certainly very playable. Overall this 
is a far less sickening way to spend 
three quid than a trip to YukDonalds! 

OVERALL 62% 




BOING 

Hi Power, £2.99 



Phweeesh! is the planet of 
platforms where Phil phinally 
phlipped! You see Boris, the Big 
Ball of Bollardia, is trapped there 
and must be guided across 124 
zones of platforms and nasties. 
He is armed only with a dozen or 
so bullets and must rely on his 
'amazing bouncing powers' to 
survive. Sadly Boris's leaps are 
pathetically small and their size 
remains constant. All you can do 
is move him left or right to help 
time the jumps. This makes Boing 



one of the hardest, most 
irritatingly finicky games we've 
ever suffered with. While the 
graphics are okay, with a good 
variety of whacky aliens from 
Jaws to swarms of midges, and 
sound is nice, payability is 
appalling. A game to be 
recommended only for those 
wanting to escape a murder 
charge by pleading absolute, 
raving madness. 

OVERALL 9% 






0 



BEYOND THE ICE PALACE 

Encore, £2.99 (Rerelease) A 



he eternal conflict between 
I good and evil continues 
beyond the ice palace with dark 
spirits destroying the homes of 
peasants. A hero is obviously 
required, and a magical arrow is 
fired aloft by the spirits of the 
forest. Whoever finds it will have 
the power to banish evil from the 
kingdom. 

You're the long-haired guy with 
a knack for swordplay who sets 
off to find the arrow. Of course, 
the evil spirits are determined to 
stop you and your quest is fraught 
with danger... such as winged 
demons, bouncing goblins, 
swirling dragons, lots of platforms 
and ladders plus fast-moving lifts. 
By running over weapons such as 
knives, swords and firebombs you 
can swap them for your current 



weapon. Pressing 'space' calls 
into action a spirit which moves 
around destroying baddies in a 
rather leisurely way. 

The game's graphics and 
sonics are ail quite nice, if not 
exceptional, while gameplay is 
obviously inspired by Ghosts 7v" 
Goblins. This all promises a very 
playable game, which is delivered 
in part, flawed only by a high . 
difficulty level. This was the main 
complaint in Issue 40's review 
where the game earned 78%. 
Since then graphic standards 
have improved, while the 
toughness seems too random to 
be really enjoyable. One for the 
G'N'G fan who wants a challenge, 
without too much originality. 

OVERALL 68% 
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WONDER BOY 

Encore, £2.99 (Rerelease) 



August 1987 was when this 
Sega coin-op made its C64 
debut. Later to be made Super in 
the sequel reviewed last ish, our 
hero is here occupied with trying 
to rescuing his fiancee from the 
evil king and his foul minions. 
There are four horizontally 
scrolling backgrounds to be 
completed, each with a time limit, 
plenty of baddies, lots of 
platforms, and a rich crop of 
bonus point fruit. To help you, 
there are golden eggs which can 
be cracked open to give Wonder 
Boy axes to throw, a skateboard 
to speed him up, or a fairy which 
makes him invulnerable for a 
short time. 

As you'd expect of such a 
stereotypical Japanese Mario 
Sros-type game, the sprites are 
all extremely cute and colourful. 
They're also quite big although 
this doesn't diminish the need for 



pixel-perfect jumping. There's a 
nice variety of backgrounds 
including a jungle, island 
paradise, and ice palace. There's 
also the essential cheery tune, in 
this case a bit irritating, although it 
can be swapped for okay sound 
FX. Mm JHH 

Two players can take turns to 
play, and gameplay is fun enough 
to make it all worthwhile. On its 
release the game earned 52%, 
with coin-op addict Julian Rignall 
complaining about it being a 'far 
too easy' conversion of a 'not 
exactly brilliant' arcade original. 
But for mere mortals the game 
should provide a reasonable 
challenge. The four relatively 
short levels certainly seem better 

value at £3 than £10. Well worth a 
look if you like this sort of cutesy 
game. 

OVERALL 63% 
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GAUNTLET 2 

Klassix, £9.99(Rerel 



) 




he original Gauntlet was a 
1 massive phenomenon in the 

arcades, proving that you can 
have four players and fun at the 
same time. US Gold did the 
business and converted this 
arcade smash incredibly well onto 
all machines bar the Amiga. The 
coin-op follow-up wasn't quite as 
good a game, with little in the way 
of improvements, but this did 
make it onto the Amiga. 

Of course, it's all about mass 
monster slaying on a grand scale 
as one to four adventurers hack 
and slash their way through 100 
different dungeons. As well as 
ghosts, grunts, sorcerors, and 
Death to kill (how do you kill 
Death?) there's a fireball-spitting 
Dragon, an IT creature (and its 



cousin THAT), and other dungeon 
denizens. 

An extremely slick conversion, 
Gauntlet 2 even boasts the coin- 
op's four player option (although 
you need an interface to get this). 
The graphics are superbly 
detailed with snippets of speech 
too, to add that finishing touch to 
it all. Unfortunately variety is 
severely lacking, death virtually 
impossible with two players, while 
loading (including interlevel 
accessing) is unbelievably slow. 
Enthusiastic fans of the coin-op 
will like the near-perfect 
conversion, others may find it a bit 
boring. 

OVERALL 70% 




MANIC MINER 

Software Projects, £9.99 




iner Willy is back! The 
superstar collier who 
became a millionaire in the mines 
of Surbiton — and subsequently 
starred in Jet Set Willy — has 
been sent back down the pit for 
Amiga owners. Once again he 
must explore the goodie-packed 
caverns built by a long dead, 
superior civilization. To complete 
a cavern, Willy must grab all the 
objects in it before his air runs 
out. Besides asphyxiation Willy 
can die from falling too far, 
touching a robot baddie, and 
hitting a poisonous object, such 
as a bush or spike. 

There are two versions of the 
game: one is identical to the 
original C64 classic, while the 
other is an Amiga upgrade. In the 
latter, only a small proportion of 
the cavern is shown, with the 
much bigger sprites jumping 
around a scrolling cavern. As 



you'd expect, the graphics are 
much more colourful and detailed, 
but like a colourized black-and- 
white movie, they seem to have 
lost much of their charm along the 

way. The music is also ^Mfl 
disappointingly banal. 

Nevertheless the old, hair- 
pulling-out gameplay remains. 
The Amiga upgrade is 
significantly harder with tighter 
time limits, slightly different alien 
attack patterns, and the inability to 
see the whole cavern — this 
makes the C64 version useful to 
practice with. Oldsters who raved 
over the original could well be 
tempted by this, while younger 
players could yet be enthralled — 
if they're prepared to accept 
mediocre graphics and the limits 
of the still classic gameplay 

OVERALL 61% 
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UALkYKE 
SCORE HEAL 





WIZARD 
SCORE HEALTH 
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SELECT HERO 



ELF 



HEALTH 



SELECT HERO 
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Unit 4, B.D.C, 21 Temple Street, Wolverhampton WV2 4AN Tel: 0902 25304 



Access 




Call us on: 24 Hour Credit Card Hotline 0902 25304 v/sa 




CBM 64 SELLERS 



ARB 

After the War 

Altered Beast 

Batman the Movie 

Battle Chess 

Black Magic 

Black Tiger 

Bloodwych 

Blue Angels 

Bomber 

Brian Cloughs 

Football Fortunes 

Cabal 

Carrier Commnd 

Championship Golf 

The Champ 

Chase H.Q 

Continental Circus 

Cricket Master 

Curse Azure Bonds 

Cyberball 

Daily Double Horse 

Racing 

Double Dragon 2 

Dragon Ninja 

The Duel (Test Drive 2) 

Dynamite Dux 

Emryn Hughes Soccer ... 

Ferrari Formula 1 
Fiendish Freddy 



ittttmittttt 



CASS 


DISC 


6.99 


9.99 


6.99 


9.99 


699 


999 

7i/7 


6.99 


9.99 


N/A 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 




9.99 


13.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


N/A 


6.99 


N/A 


6.99 


9.99 


6.99 


9.99 


6.99 


N/A 


N/A 


16.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


8.99 


N/A 


9.99 


6.99 


9.99 



COMMODORE CASSETTE 



2 Player Super League Soccer .... 2.99 

4 Soccer Sim 2.99 

19 Boot Camp 1.99 

1942 299 

720 2.99 

Ace 1 or2 2.99 

Advanced Pinball 2.99 

Afterburner .... MttMH.MHMl HH 2.99 

Ajrwolf2 1.99 

Arcade Flight Sim 2.99 

Army Moves 2.99 

Barbarian 2.99 

Barry McGuigans Boxing 2.99 

Bard's Tale 2.99 

BMX Sim 1 or 2 2.99 

Bombjack 1 or 2 1 .99 

British Superleague 2.99 

Buggy Boy 2.99 

Chain Reaction 0.99 

Chicago 30's 2.99 

ChuckieEgg 1 or 2 „....3.99 

Cobra 2.99 

Combat School 2.99 

Commando 2.99 

Cosmic Causeway 1.99 

Crazy Cars 2.99 

Cricket Captain 2.99 

Cricket International 1 .99 

Critical Mass 1.99 

Crystal Castles 2.99 

Cybernoid 1 or 2 2.99 

Daley Thompson's Decathlon 2.99 

Deactivators 0.99 

DeepStrike 1.99 

Delta 2.99 

Desolator 2.99 

Dizzy or Treasure Island Dizzy 2.99 

Dizzy Dice 1 .99 

The Double 2.99 

Eagles Nest 1.99 

Enduro Racer 2.99 
European 2 1.99 

Fantasy World Dizzy 2.99 

Fernandez Must Die 2.99 

Fighting Warrior 2.99 

Firetrack 1.99 

Frst past the Post 2.99 

Rst2 2.99 

Flintstones 2.99 

Flunky • it urn* t in H*»WW* H * »l l M I 

0.99 

The Footballer 2.99 

Football Frenzy 1.99 

Football Manager 2.99 

Footballer of the Year 2.99 

Foxx Fights Back 2.99 

Frank Bruno 1.99 

Frankenstein Jnr 2.99 

Freddy Hardest 2.99 

Fruit Machine Sim 2.99 

The Fury 1.99 

GameCX/er 2.99 

Gary Lineker's Superstar Soccer . 2.99 

Gauntlet 1 or 2 2.99 

Ghosts and Goblins 2.99 



t**M * * t* * 



First Strike 

Football Director 

Football Manager 2 

+ Exp Kit 

Forgotten Worlds 

Fun School 2 (6-8) 

Ghostbusters 2 

Ghouls and Ghosts 

HardDrivin 

Heavy Metal 

Heroes of the Lance 

Indiana Jones Last 

Crusade 

Ivanhoe 

Kenny Dalglish 

Kick Off 

Lazer Squad 

Microprose Soccer 

New Zealand Story 

Ninja Warriors 

Operation 

Thunderbolt 

P-47 

Paul Gasgoigne 

Super Soccer 

Pipemania 

Powerdrift 

Quarterback 

Question of Sport 

Rainbow Island 



6.99 


8.99 

* • * 


699 


N/A 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


7.49 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


N/A 


6.99 


N/A 


6.99 


9.99 


9.99 


13.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


6.99 


9.99 


3.99 


4.99 


6.99 


9.99 



Graham Gooch 1.99 

Ghostbusters 1.99 

Grand Prix Sim 2.99 

Great Escape .... ♦Mii»l»ll*l MMt*l 2.99 

Green Beret 2.99 

Grid Iron 2 2.99 

Gunfighter 1.99 
Hacker 2 0.99 

Hardball 2.99 

Heavy Metal Paradroid 2.99 

Hi Frontier 0.99 

Hollywood Poker 1.99 

Hunters Moon 2.99 

Hypersports 2.99 

Imhotep 0..99 

International Rugby Sim 2.99 

International Soccer 2.99 

Ikari Warriors 2.99 

Jack the Nipper 2.99 

Jailbreak M** w* < W * M« MM I M 2.99 

Joe Blade 1 or 2 ***** I iM M t MUM * M in 1.99 

K.G.B. Superspy 2.99 
Kikstart2 1.99 

Knight Games 41*14 I I Mitt 2.99 

Knightmare 1.99 

Konami Ping Pong 2.99 

Leaderboard 2.99 

League Challenge 2.99 

Little Puff 2.99 

Maniaxs 1.99 

Masters of the Universe (Film) 2.99 

Match Point 2.99 

Mig 29 Soviet Fighter 2.99 

Mission Elevator .... 2.99 

Monty on the Run 2.99 

Moto Cross Sim 2.99 

Moving Target 2.99 

Muncher (T. Wrecks) 2.99 

Nemesis 2.99 

Night Racer 1.99 

Ninja Command 2.99 

On the Bench 1.99 

Overiander 2.99 

Paperboy 2.99 

Passing Shot „ 3.50 

Prtstop 2 2.99 

Postman Pat 1.99 

Postman Pat 2 2.99 

Powerboat Sim 2.99 

Powerplay 1.99 

Power Struggle 2.99 

Predator 2.99 

Premier 2 Football ... 1.99 

Pro Snooker 44Hii|ttlli|IIIIMtMllMh|ttH 2.99 

Pro Tennis Sim 2.99 ■ 

PSI Warrior "*"tM4 t 1.99 

Punch and Judy 2.99 

Roily m ititH iinitiM otiMM^M 2»99 

Rally Cross Sim 2.99 

Rambo 2.99 

Rampage 2.99 

Renegade 

»*•»* HINllHllHHll.HllH 2.99 

Rock Star Ate My Hamster 2.99 

Roiling Thunder ...2.99 

Rybar 2.99 



Red Storm Rising 9.99 13.99 

Rick Dangerous 6.99 9.99 

Ringside N/A 9.99 

Robocop M 6.99 9.99 

Rocket Ranger N/A 13.99 

Run the Gauntlet 6.99 9.99 

Scapeghost 9.99 9.99 

Scrambled Spirits 6.99 9.99 

Shinobi 6.99 9.99 

Space Harrier 2 6.99 9.99 

Starflight N/A 9.99 

Starwars Trilogy 8.99 13.99 

Stearrh Fighter 9.99 13.99 

Strider 6.99 9.99 

Stunt Car 9.99 16.99 

Supewonderboy 6.99 9.99 

Times of Lore 6.99 8.99 

Toobin 6.99 9.99 

Tracksuit Manager 6.99 N/A 

Treble Champions 6.99 N/A 

Turbo Outrun 6.99 9.99 

The Untouchables 6.99 9.99 

Vindicators 6.99 8.99 

Weird Dreams 9.99 11.99 

Wild Streets 6.99 9.99 

World Boxing 

Manager , 6.99 N/A 

Xenophobe 6.99 9.99 



Saboteur 1 or 2 1.99 

Sorn Fox hh*m»m>w > m> hi >) m * m m h *h <m<*mmmh> < 1 *99 

Scooby Doo 1 .99 

Sentinel 1.99 

Short Circuit 2.99 
Sigma 7 1.99 

Skool Doze 1.99 

Soccer 7 2.99 

Soccer Boss 1.99 

Soccer Q llllHltlltlll Il|l(|l|llllll|l* 2.99 

Shanghai Karate 1.99 

Shootout I'M! IMtllllMdIIIIUIII 2.99 

Solomon's Key 2.99 

Space Academy 2.99 

Spindizzy «... n hm »m wm m m n nu t h 2.99 

Spitfire 40 2.99 

Spooked 2.99 

Spyhunter 2.99 

Spy v Spy !■ i *i » 2»99 

Starglider 2.99 

Steve Davis Snooker 1 .99 

Street Sports American Football .. 2.99 

Street Fighter 2.99 

Striker 2.99 

Summer Games 2.99 

Supercycle 2.99 

Super Dragon Slayer 2.99 

Super Nudge 2000 1.99 

Superstar Soccer 2.99 

System 8 2.99 

Task Force 2.99 



** ** • MtMfW 

MIMItlMMIMtlHMMMItIMM 
ItilMiHIitflfMtMiiliiHllMiMi 
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Tetris 1**1 It i Hflii* Mlif >H4l 1 1 

Theatre Europe 

Thunderblade 

Thundercats 

Tom Cat 

Top Gun . HUHIHIIHIHIIHIIHIH 

Track and Field 

Transformers 

Trantor 

Trapdoor 1 or 2 

Traz 

Treasure Island Dizzy 

Turbo Esprit 

Turf Form 

U.S. Basketball 

U.S. Basketmaster lllll • IIIMlllllll 

War Machine 

Way of the Tiger »M#I 

Werewolf of London 
Who Dares Wins 2 . 
Winter Games 

Wizard Warz 

Wizball 

l 1 (3 0 tHlHOHI'MttlM 

World Champions Soccer .", 

World Class Leaderboard 

World Games „ 

World Series Baseball 

World Soccer 

X-Terminator 

YieA r KungFu 

Yogi Bear ... 
Zamzara .... 



M <.-M» — 

HlltllHlMIIIM 

HilMlMliilfiMIIHilMrlil 

lM t > M »Ht M-H.MMMMM* 

• HHIHIIHPIHIIIIIMI 



IIIHIMIIIH 



2.99 
2.99 
2.99 
2.99 
1.99 
2.99 
2.99 
2.99 
2.99 
1.99 
2.99 
2.99 

1.99 
2.99 
2.99 
2.99 
2.99 
2.99 
1.99 
1.99 
229 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
2.99 
1.99 
2.99 
1.99 
2.99 



SALE STOCK 



Blasteroids 2.99 

Bob's Full House 2.99 

Dominator 2.99 

Flying Shark 2.99 

Kamov IM»imMiMlHlMHMIi|i|i|iililill 2.99 

Live and Let Die 2.99 



SPECIAL OFFERS 
** DISC ONLY 



Battle Islasnd 1 .99 

Blood Valley M 1 .99 

Brovestarr 1.99 

Flunky 1.99 

The Fury IIHHIMIII tl i 1.99 

Headcoach 1.99 

Hellfire Attack 1 .99 

Masters of the Universe 1.99 

Marauder 1.99 

Rampage 1.99 



COMPILATIONS 



THE BIZ: R-type. Operation Wolf, 
Double Dragon, Batman, The Caped 
Crusader. Cass £9.99, Disc £13.99 

MEGA MIX; Operation Wolf. Barbarian 
2, Dragon Ninja & Real Ghostbusters 
Cass £9.99 Disc £13.99 

WINNERS: Indiana Jones Temple of 
Doom, Blasteroids, Led Storm, 
Thunderblade. Imp Mission 2. 
Cass £9.99. Disc £13.99 

100% DYNAMITE: Afterburner, Last 
Ninja 2. Wee Le Mans, Double Dragon 
Cass £9.99, Disc £13.99 

TAITO COIN-OPS: Rostan, Flying Shark, 
Arkanoid 1 and 2, Slapfight, Bubble 
Bobble, Renegade and Legend of 
Kage. Cass £8.99, Disc £11.99 

KONAMI ARCADE. Jail Break. Green 
Beret. Vie Ar Kung Fu 1 & 2, Ping Pong, 
Mikie. Jackal, Hypersports, Nemesis 
and Shao-Ung Road. 
Cass £8.99, Disc £11.99 

SPECIAL ACTION. Driller. Captain 
Blood. The Vindicator, Daley 
Thompson's Olympic Challenge and 
S.D.t. Cass £6.99, Disc £11.99 

WE ARE THE CHAMPIONS. Supersprint. 
Renegade. Rampage, IK + & 
Barbarian. Cass £8.99, Disc £1 1.99 

IN CROWD. Karnov.Gryzor, Barbarian, 
Crazy Cars, Predator, Combat School, 
Platoon and Target Renegade. 
Cass £9.99, Disc £11.99 

SUPREME CHALLENGE SOCCER 
SPECTACULAR. Peter Beardsle/s Int. 
Football, Soccer Supremo, Football 
Manager, World Champions and 
Peter Shifton's Handball Maradona. 



Mercenary + Second City 2.99 

Mini Golf 2.99 

Ninja Hamster 2.99 

Question of Sport 3.99 

Question of Sport (Disc) 4.99 



Rim Runner 1.99 

Steve Davis Snooker 1 .99 

Task 3 1 .99 

Through The Trapdoor 1.99 

T"hu n ^5rco*ts *********** « >#< w<*w>w>Mt n i*< n mtM 1 

Vampires Empire 1.99 

X-Terminator 1 .99 

Yogi Bear 1.99 

Choose any 5 for 5.00 



Cass £8.99, Disc £11.99 

FISTS AND THROTTLES. Buggy Boy, 
Dragon's Lair. Ikari Warriors. 
Thundercats and Enduro Racer. 
Cass £8.99. Disc £9.99 

GAMESET AND MATCH 2. Match DayZ 
Superbowl, Winter Olympiad, Nick 
Faldo. Championship Sprint, Track 
and Field, Steve Davis Snooker & Super 
Hang On. Cass £8.99, Disc £1 1.99 

SOCCER SQUAD. Footballer of the 
Year, Gary Lineker's Superstar Soccer, 
Gary Lineker's Superskills and Roy of 
the Rovers. Cass £6.99, Disc £9.99 

THE STORY SO FAR. Vol. 2. Overiander, 
Hopping Mad, Space Harrier, Beyond 
the ice Palace & Live and Let Die. 
Cass £8.99, Disc £9.99 

THE STORY SO FAR. Vol. 4. Ghostbusters, 
Aliens, Wonderboy, Eidolon, Back to 
the Future & Quartet. 
Cass £8.99, Disc £9.99 

COIN-OP HITS. Outrun. Road Blasters, 
Spy Hunter. Thunderblade & Bionic 
Commando. Cass £9.99, Disc £13.99 

GIANTS. Rolling Thunder, Gauntlet 2, 
720, Outrun, California Games. 
Cass £9.99, Disc £13.99 

FRANK BRUNO'S BIG BOX Frank Bruno's 
Boxing, Batty, Commando, Bombjack. 
Scooby Doo, Battleships, Saboteur, 
1942, Ghosts and Goblins & Airwolf. 
Cass £5.50 

COMPUTER CLASSICS. Zynaps, 
Dynamite Dan, Aliens, Eagles Nest and 
Cauldron 2. 
Cass £5.50 



ORDER FORM AND INFORMATION 

orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it 
to;- SOFTWARE CITY, Unit 4, BDC 21 Temple St, Wolverhampton WV2 4AN. ' 

ORDER FORM (Block Capitals) 

Name 

Address . 



ll*MfM»»M|llllt llltlflM IKMMK 



Postcode Tel.no. 



Mn|* 



Nome of game 


computer 


value 








postage 




TOTAL 





POSTAGE RATES - Orders under £5.00 add 50p post & packing. EEC Countries add 
£1 per item, non EEC Countries add £2 per item, Overseas add £1 .50 per item. 
Paying by cheque - Cheques payable to Software City 

Card type Expiry date 



Signature 

Date 



EUROPEAN ORDERS 
MASTERCARD 
EUROCARD ACCEPTED 



ZAP MAY 



CASTLE MASTER 

(Incentive/Domark) 

Amiga - 

£15.99 

SAVE £4.00! 

* C64 

£7.99/£11.99 

SAVE £2.00/£3.00! 



TV SPORTS FOOTBALL 

(Cinemaware/Mirrorsoft) 

Amiga 






SAVE£6.00! 

C64 

99 (disk only) 

SAVE £4.00! 




TURRICAN 

(Rainbow Arts) 

C64 

£7.99/£11.99 

SAVE £2.00/£3.00! 




NINJA SPIRIT 

(Activision) 

C64 

£7.99/£11.99 

SAVE £2.00/£3.00! 





HAMMERFIST 

(Vivid Image/Activision) 

Amiga 



INFESTATION 

(Psygnosis) 

Amiga 







SAVE £5. OO! 




SAVE£5.00! 

C64 

99/£11.99 

£2.00/£3.00! 



EURO MAX PROFESSIONAL AUTOFIRE 

Same as Professional Standard, but 
with Autoflre, 
OFFER £18.95 

DYNAMICS COMPETITION PRO 5000 
(CLEAR) 

Same as PRO 5000 NORMAL, but with 

see-thru body. 
OFFER £14.00 

DYNAMICS COMPETITION PRO EXTRA 

Features Rapid Fire, unique slow 
motion and see-thru body. 
OFFER £15.00 

POWERPLAY CRUISER STREAMLINE ALL 
BLACK 

With dual lead for Spectrum 
4 8K/ 1 28K/Plus/Plus2/Plus3. 
OFFER 12.99 

POWERPLAY CRUISER CLEAR AUTOFIRE 
Simply by holding down either of the 
fire buttons engages Autoflre. 
OFFER £12.99 




No 53 Sep 1 &9 

Fresh from the Ocean - Ocean in high 
gear for Xmas release perlodl 
Reviewed; The New Zealand Story, 
Rainbow Islands, Gemini Wings, Inner 
Space, Hostages, Grand Prix Circuit, 
The Champ, Personal Nightmare, 
Demon's Winter, Curse of the Azure 
Bonds, Breach, Fire Brigade, Laser 
Squad, Indiana Jones, Licence to Kill, 
The Running Man, Red Heat, Kutt, Tom 
& Jerry, A Garfield Winter's TaJI, 
Rendlsh Freddy's Big Top of Pun, 
Savage, Phobia, Domlnator 

Ho 54 Oct 1989 

ntervlew with Power Drift programmer 
3hrls Butterl Randy's Tips 
:xtravaganzal Test Flight - Falcon vs 
: -16 Combat Pliotl Reviewed: First 



strike, Thunderblrds, Tusker, Skate Ball, 
earn Sports, Shlnobi, APB, Xybots, 
\aarghl, Paperboy, Jack The Nipper, 

hosts 'n' Goblins, Masters of the 
Universe, Rescue on Fractalus, Mr. Hel: 
Xenon 2, Buffalo Bill's Wild West Rodec 
Show, Omnl-Play Basketball, Strider, 
Sleeping Gods Lie 



No 55 Nov 1989 

Pedal to the metal! - an interview with 
Turbo Out Run programmers Probe 
Software! Phil's joystick round-up! Free 
Tusker poster! 

Reviewed; Batman: The Movie, Indy; The 
Action Game,. Continental Circus, 
Vigilante, Firepower, Star Trek: The 
Promethean Prophecy, Cosmic Pirate, 




ORDER 



\part from our highly 
ecommended games 
ist, you can order any 
jame released by the 
lajor software houses 

to date on disk or 
cassette, 
lot ail listed products 
lave been released at 
the time of going to 
press. Goods will be 
lispatched as soon as 
possible. Customers 
rill be informed of any 
ing delays. Ring 0584 

875851 for release 
dates | 

BUDGET 

BUY 3 & 

GET ONE 

FREE!! 

fes! It's as simple as that! 
You buy any three £2.99 

games through 
ZZUPERSTORE! and we'll 
jive an extra £2.99 title of 
your choice completely 
FREE!! 




A 






Pitstop II Wizball, Crystal Castles, Kendo 
Warrior, Soldier Of Light World Series 
Baseball, Power Drift, RVF Honda, 3D 
Pool, Pro Tennis Tour, Beach Volley, 
Untouchables 



No 56 Dec 1989 

The Xmas Issue includes an interview 
with Interplay, an arcades feature, and 
a review of C64 backup cartridges. 
Reviewed: Turbo Out Run, Myth, Stunt 
Car Racer, Interphase, Battle Chess, 
Cabal, Dogs Of War, North And South, 
Scapeghost, Shadow Of The Beast, 
Stormlord, Terry's Big Adventure, and 
many more! 



NFOGRAMES 




ZZAP! MAIL ORDER 

NAME 



ADDRESS 



POSTCODF 



PHONE No 



Method of payment (please tick) 



Description 



Price 



Access □ Visa □ ChequeQ Postal Order □ 



Credit Card No 



Total 




Expiry date 



Make cheques and postal orders payable to ZZAP! Ltd. Send t 

ZZUPERSTORE, PO BOX 10, LUDLOW, SHROPSHIRE SY8 1DB. 



HINTZ NT TIPS 



Beat that Impossible Game 

Cheats for both Amiga and 
C64 Computer Games 

AMIGA: 0836 404148 
C64: 0836 403868 

Calls: 25p per min off peak 
38p per min all other times 



AT LAST! 



COMMODORE l/C SPARES 

AT DISCOUNT PRICES 
For C64, C16, +4, C128 and Amiga 



CIA 
MPU 
PLA 
ROM 



6526 £12.99 
6510 £9.99 
9061 14-01 £9.99 
901226-01 £12.99 



ROM 
ROM 
SOUND 
RAM 



901227-03 £8.99 
901225-01 £7.99 
6581 £16.99 
4164 £2.99 



C64 USER PORT RE-SET SWITCHES £5.99 
MICRO MATE REPAIRABLE C64 POWER SUPPLY UNITS. SUPERB QUALITY 

WERE £29.99 NOW £24.99 
C64, C16, +4, SERVICE MANUALS £19.90 
All prices include post & packing, handling and V AT-send your faulty computer 
and P.S.U. for estimate and repair from £9.99 + parts + carriage + VAT. 

SEND CHEQUE/P.O. ACCESS/VISA CARDS WELCOME 

ELECTRONIC SERVICES 

176 VICTORIA ROAD WEST, CLEVELEYS, BLACKPOOL, FY 5 3NE 

Tel. (0253) 822708 




Dept Zzap 

39 Edmunds Road, Cranwell Village, Sleaford, 
Lines. NG34 8EL Phone 0400 62046 



A.P.B. 

ALTERED BEAST 
AQUANAUT 
BEVERLEY HILLSCOP 
BOMBER 
CYBERBALL 

DAILY DOUBLE HORSE RACING 
DOUBLE DRAGON 2 
DR DOOMS REVENGE 
DRAKKHEN 
F29 RETALIATOR 
GAZZA'S SUPER SOCCER 
GHOSTBUSTERS 2 
GHOULS N GHOSTS 
KICK OFF 
MOONWALKER 
MYTH 

OPTHUNDERBOLT 
P 47 THUNDERBOLT 
RAINBOW ISLAND 
RED STORM RISING 
RETROGRADE 
ROCK N ROLL 
SCAPEGHOST 
SEVEN GATES OF JAMBALA 
SIM CITY 
SPACE ACE 
SPACE HARRIER 2 
SPORTING TRIANGLES 
STRIDER 

SUPER WONDERBOY 
THE BIZ 
THECHAMP 
THE UNTOUCHABLES 
TOOBIN' 

TREAS. ISLAND DIZ. 
ULTIMATE DARTS 
WEIRD DREAMS 
WINDWALKER 

XOUT 

Other titles also available. Please write or ring for lists stating which format 
required. If you can't see what please ring, we're here to help 7 days a week. 
Prices include postage and packing for UK. For EEC please add £1 per item. 
Rest of the world please add £2. New releases sent on day of release. Stock 
items sent same day. 

Please make cheques payable to SUNCOMP. We also supply computers, 
joysticks and other peripherals. Please ring for our very reasonable rates. 
Suncomp is mail order only. 



AMIGA 

15.99 
19.99 
19.99 
19.99 
23.99 
15.99 
15.99 
15.99 
19.99 
23.99 
19.99 
19.99 
19.99 
19.99 
15.99 
19.99 

19.99 
19.99 
19.99 
19.99 

15.99 

19.99 
23.99 
35.99 
15.99 
15.99 
19.99 
19.99 

19.99 
19.99 
15.99 
4.99 
15.99 
19.99 
23.99 
15.99 



C64 
disc 

9.99 
11.99 

11.99 
15.99 
11.99 
11.99 
11.99 
11.99 



cass 

7.49 
7.99 

7.99 
11.99 
7.99 
7.99 
7.99 
7.99 



11.99 
11.99 
11.99 
11.99 
11.99 
11.99 
11.99 
11.99 
11.99 
15.99 
10.40 
11.99 
15.99 
11.99 
11.99 

11.99 
11.99 
11.99 
11.99 
12.99 
11.99 
11.99 
11.99 

11.99 
11.49 
15.99 
11.99 



7.99 
7.99 
7.99 
6.50 
7.99 
7.99 
7.99 
7.99 
7.99 

11.95 
7.99 
7.99 

11.99 
7.99 



7.99 
7.99 
7.99 
7.99 
11.99 
7.99 
7.99 
7.99 
2.99 
7.99 
7.99 

7.99 





CGIWODORE 6H reprirs ot sprres 



TELEPHONE 




0457 867761 
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OR BRING IT IN TO US FOR WHILE-YOU-TO 




NEED YOUR COMPUTER REPAIRED FAST? 



FED UP OF WAITING WEEKS FOR YOUR COMPUTER 



TO ARRIVE? 
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week 

WhUJ 
' Wait 



.^PAIRS 





ry, colour, in tact fully overhaul your computer 
only £40.00-which includes all parts, labour , VAT and return 
postage + packing - NO hidden extras. Your commodore 64 
computer will be repaired to give you years of troublefree 
enjoyment, (please note power supply units are not repairable 
and would need to be replaced. These are available from us at 
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COMMODORE 
64/VIC POWER 
SUPPLY UNIT 



I t \ v.v> * • VXffi *•*,%*;•% v • * ■ - *^^*^^ •^^v^ ■^^•^^ •^^v^ * *1L^^^^^^^^^ I 



CATALOGUE 

ITEMS 




Replacement 
Power Supply 
Units 

only £35.00 

+ £2.35 p+p 




Send your computer now to- 
VideoVault Ltd, Old Kingsmoor School, 
Railway Street, Hadfield, Cheshire SK14 8AAV\ y 
Telephone: 0457 866555/867761/869499 Head Office & Credit Card orders, queries. 
Manchester 061 -236 0376 while you wait repairs & spares centre only. 



c copyright VideoVault Ltd No. 092072 WE NOW HAVE FAX: (0) 457 868946 



(If we find the computer is 
unrepairable due to tampering there 
will be a handling charge of £10.00). 



THE VIDEOVAULT 

COMPUTER COMPANION 



EDITION HOT OFF THE PRESS 

New bigger catalogue now available 
containing over 3,000 items including software 
for all computers, joysticks, spare parts, 
business software, books, plus many more. 
Justsend3xlstclass stamps for your free copy. 
Over 25 pages full of top quality products 
delivered to your door by return post. 




SEND 

FOR 
OUR NEW 

CATALOGUE 




TIME 
SOLDIERS 

(Electrocoin 
Software) 

I remember this one well in 
the arcades, ah yes, fond 
memories of this one. Time 
Soldiers is SNK's sequel to 
the Ikari Warriors series of 
games and boy does it look 
good even now. Two player 
slaughter is always popular 
and Time Soldiers takes you 
through six time zones to 
rescue your five pals from 
the despicably evil Gylend. 
Yohan and Ben are the two 
Commandos with a time 
travel unit to whizz them 
back to the past, present and 
future. The action takes 
place in Primitive lands, 
Ancient Rome, Medieval 
Japan, World War III, the 
Future (after WWIII? — Ed) 
and finally the Domain of 
Gylend. The period 
opponents are suitably 
garbed for each level and 
unsurprisingly all have a 
grudge against the time- 
hopping Commandos along 
with some very, very nasty 
Big Bosses to really push 
your arcade skills. 
The conversions are being 
handled by Smart Egg 
Software (who converted 
MicroProse Soccer to the 
Z80s) and will be published 
not by Ocean or Domark, but 
Electrocoin — THE company 
for bringing the hottest 
Japanese coin-ops into 
Europe. Their dramatic entry 
into home computer 
software raises the prospect 
of hundreds of coin-ops 
being converted with 
fourteen years of coin-ops to 
draw on. 

The C64 version of Time 
Soldiers is incredibly fast 
moving — even faster than 
the coin-op in fact and plays 
extremely well. Although the 
two player mode has had to 
be dropped in favour of 
alternate play, all the levels 
are in there with an 
impressive amount of detail. 
The end-level mothers are 
huge and like Turrican this 
issue, move as if the C64 
had a Blitter in it. 
The Amiga version promises 
coin-op perfection and 
delivers it with simultaneous 
play, both horizontal and 
vertical scrolling levels, and 
even improvements on the 
arcade machine with extra 
features, weapons and foes 
to take out with a vengeance. 
Take a look at the 
screenshots here and look 
out for the game in the 
shops now. Prices are 
£9.99/£14.99 (C64) and 
£24.99 (Amiga) and expect 
reviews next issue, when the 
gameplay will be in for us to 
review. 
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A After Ikari Warriors, Guerilla War, and Victory Road comes C64 
Time Soldiers from Electrocoin. 




A The graphics are good, but the impressive thing is their amazing 
speed - Electrocoin 's Time Soldiers. (C64) 
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A It's the future and I don't think Prince Charles would appreciate 
the hi-tech architecture! Time Soldiers (Amiga) 




A Spinning through time in the impressive intro sequence in Time 
Soldiers. (Amiga) 
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▲ Flimbo is attacked by a pot-bellied creature (could it be Phil King?). 

(C84) 

Well, this is a decidedly oddball game from the company best 
known for such violent escapades as The Last Ninja series, the 
excellent Myth and of course Vendetta. Flimbo's Quest has been 
written by a former Boy Without Brains (with shades of Hawkeye 
about it). Flimbo is one seriously cute hero out to get the girl 
(well, that's original). A mad professor has it in for Pearly, a whiter 
than white captive girlie, destined for juice extraction (!) by the 
prof. Seven levels involve moving through the professor's plat- 
form land doing in the prof's mutants, collecting passwords and 
power-ups ana nipping in to the shop every so often for some 
serious upgrading. 

C64 and Amiga owners can become seriously cute heroes in 
May when Flimbo's Quest begins The Search For Pearly. 

▼ The brave Flimbo sets off to rescue his girlfriend. (Amiga) 





▲ Making a Sonic Boom approaching the aircraft carrier at the end 
of the first level. (C64) 




A Don't touch those jet blasters below the oil rig! Amiga Sonic Boom 
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A Using multiple fire to hand out some punishment to an end-of- 
section baddie in the Amiga conversion of Turrican. 



DYNASTY WARS 

Capcom/US Gold 
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A Slice 'n' dice as two players take on the Joan' Collins Fan Club - 
US Gold's Dynasty Wars. (Amiga) 

I must confess i haven't played this Capcom coin-op but judging 
by the Amiga screenshots here it sure looks good. It's a tafe of 
Oriental head chopping, horseback slaughter and Samurai antics. 
Converted by John Prince of Amiga Strider fame Dynasty Wars 
has a simultaneous two player mode, four characters to choose 
from and eight levels to hack, slash and cut your way through. 
Dynasty War will be available in June for all formats and promises 
to be full of Eastern promise. But, what no Joan Collins? 
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NOW FOR THE COMMODORE 641128 





6 FREE GAMES ON BOTH 

ARE INCLUDED IN THIS PACK AT A 
RECOMMENDED RETAIL PRICE OF £29.99. 

OUT MID APRIL! 
MORE TITLES COMING YOUR WAY SOON . . 

UNCH COMPETITION • SEE PACK FOR DETAILS 



ALSO: SPECIAL LAUNCH C 








A powerful BASIC-Toolkit (Additional helpful 
commands) that considerably simplifies prog- 
ramming and debugging. The toolkit commands 
can be used in your programs. 



DISK TOOL 



Using POWER CARTRIDGE you can load up to 

6 times faster from disk. 

The Disk commands can be used in your own 

programs. 



TAPE TOOL 



Using POWER CARTRIDGE you can work up to 
1 0 times faster with your data recorder. The 
Tape commands can be used in your programs. 



POWERMONITOR 



A powerful machine language monitor that is 
readily available and leaves all of yourCommo- 
dore memory available for programming. 
Also works in BASIC-ROM, K^ERNAL and I/O 
areas. 



PRINTERTOOL 



The POWER CARTRIDGE contains a very effec- 
tive Printer-Interface, that self detects if a printer 
is connected to the Serial Bus or User-Port. 
' It will print all Commodore characters on Epson 
and compatible printers. 
The printer-interface has a variety of set-up pos- 
sibilities. It can produce HARDCOPY of screens 
not only on Serial printers (MPS801 , 802, 803 
etc) but also on Centronic printers (EPSON, 
STAR, CITIZEN, PANASONIC, etc). 
The HARDCOPY function automatically distin- 
guishes between HIRES and LORES. Multi-col- 
our graphics are converted into shades of grey. 
The PSET functions allow you to decide on 
Large/Small and Normal/Inverse printing. 

Bitcom Devices Ltd does not authorise or purport to 
authorise the making by any means^ or for any purpose 
whatsoever of copies or adaptions of copyright works or 
other protectf d material, and users of the Power Cartridge 
must obtain the necessary prior consent for the making of 
such copies or adaptions from all copyright and other right 
owners concerned. See UK Copyright, Designs & Patents 
Act 1968. 



BASIC 
RESET 
TOTAL 
BACKUP 
DISK 



RESET ALL 
TOTAL 
BACKUP 
TAPE 

HARDCOPY 



MONITOR 



-Allows you to return to your 
program. 
-Return to BASIC 
-Normal RESET. 
—Saves the contents of the 
memory onto a Disk. The 
program can be reloaded later 
withBLOADfollowed by 
CONTINUE. 
-RESET of any program. 
-As BACKUP DISK but to TAPE. 



-At any moment, prints out a 
Hardcopy of the screen. 
UsingCONTINUE afterwards 
you can return to the program. 
-Takes you into the Machine 
language Monitor. 
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Bitcon Devices Ltd 





Bicton Devices Ltd, 
88 BEWICK ROAD 
GATESHEAD 
TYNE AND WEAR 
NE81RS 
ENGLAND. 



TEL: 091 490 1975 and 091 490 1919 
FAX: 091 490 1918 

To order Access/Visa welcome - Cheques or P/O 
payable to BDL. Price £16.99 incl. V.A.T. 
UK orders add £1 .20 post/pack total - £18.19 
incl. VAT. . 

Europe orders add £2.50. Overseas add £3.50 
TRADE AND EXPORT ENQUIRIES WELCOME 



Wth UBISOFT 

Entertainment Software 






MPION 




YOU! 



ADVENTURE 



□ Atari ST 

□ Amiga 

□ C64W8C 

□ Amstrad Disc 

□ IBM 

□ Spectrum Disc and Cassette 
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UBI SOFT 

JJnferfaiimienf So/iware 



1 



rove your birthright 
trough strategy and 
strength. Amaze the town 
with your superior archery, 
arm-wresling, sword-play, 
and dice-throwing skills. 
Ultimately, you must build 
a following that not only 
respects you, but will go to 
war for you ! 



Y 



ou are alone... a single warrior in a 
country of traitors, spies and assas- 
sins. You are unknown... the forgotten 
son of the dethroned king. Can you 
recover the throne ? Only a true Crusa- 
der of Justice could succeed at such a 
feat. Deceit and treachery abound ! 



T 



ake charge. Prove you 
are IRON LORD - The Cru- 
sader of Justice ! 
You owe it to your home- 
land. Your father, and most 
of all, to the future of your 
kingdom ! 



Atari ST 
Amiga 

CM Disc and Cassette 
Amstrad Disc and Cassette 



ACTION 
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Entertainment Software 




"DON'T GET 
PUFFED OUT... 

That's the challenge in this 
addictive arcade-style 
game. 

• Avoid the enemies... 

Ghosts, Acid Puddles, 
Flying Dragons, and Snakes 
lurk around each corner. 

• Choose your character : Puffy is powerful, but Puffyn has 
speed ! 

• Explore twenty different levels and settings, each offering 
passageways filled with demons. 

• Race through the mazes quickly or accumulate points by 
each level in full. 

• Enjoy the colorful graphics and entertaining sound effects. 




SPORTS 



Atari ST 
Amiga 

C64 Disc and Cassette " 
Amstrad Disc and Cassette 
Spectrum Disc and Cassette 
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Atari ST 
CM Disc 

Amstrad Disc and Cassette 
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kate Wars the sport of 

the future, combines the 

skills of soccer with the 

thrills of Rollerball, 

played in a space age 

ice stadium ! Lead your 

team to victory through 

a series of deadly 

hazards : crevasses, 

ramps, jumps, all while 

competing against the 

ruthless tactics of your 

opponents. You'll have to 
play dirty to win. Maim, trip, 

push, and shove... show no mercy. 

Only the brave win, or even survive ! 
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arm up on one of six 
practice programs con- 
taining three levels of 
increasing difficulty. Put 
away shots like a Pro ! 
Master back-hand vol- 
leys, passing-shots, and 
other winning tennis 
strokes. 
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' UBI SOFT 



Entertainment Software 






Screen shots represent 
Commodore 64 and Amiga 
versions : others may vary Amiga 
is a registered trademark 
of Commodore/Amiga. Inc. 



UBISOFfL 

Entertainment Software 



'ompete against your friends, 
even if they aren't internationally 
ranked ! Amaze the grandstand 
with an instant replay in 3-D 
animation. More than. 300 
animations with zoom effects. 



ush the net with con- 
fidence, knowing you 
can strategically place 
your next return. 
Feel the excitement 
build as you challenge 
your next opponent and 
make your way to the 
top ! 



T 



ravel around the 
world and play at four 
international tourna- 
ments. 

Test your abilities on 
grass, clay or cements 
courts. 





i 









rote 







X-OUT 

(Rainbow Arts) 

This blasting-baby-beauty has 
been around for a few months 
now (we were waiting for the 
C64 version before doing a joint 
review, honest!) so it's about 
time for a cheat. Stand up Myles 
Lockwood of Brixton, Nr. 
Plymouth with this cheat for the 
Amiga game. 

Load the game as usual and 
choose any of the 4 ships in the 
shop. Click the ship as usual onto 
the blue print screen and then 
choose the Invincible icon (the one 
below the laser - the one to the 
right of the orange spiked ball). 

Now drag this icon to your ship 
and click it on and off the ship. 
Your money increases by 500 
units. Drag the icon to the Alien 



Trash Can and trash it. Carry on 
doing this to boost your money to 
your heart's content. 

Another way is to choose the 
most expensive ship and choose 
the satellite, drag it over to your 
cash amount just above the Trash 
Can's head and click once. Your 
money should have increased by 
£500,000 and to increase on that 
carry on using the invincible icon 
procedure. 

N. Mooney of Birmingham found 
another very simple cheat. 

While you are playing any level 
and you're low on energy just 
press ESC to jump to the next 
level's shop and you start that level 
with full energy. 



TERRY'S BIG ADVENTURE (Shades) 



Try these pokes for that okay- 
ish Super Mario Bros rip-off on 
the C64. You need a reset poke 
for them. 

Load the game, reset it and 
enter: 



POKE 33082,173 and a 
RETURN to have infinite lives. 

POKE 39216,173 and a 
RETURN to have infinite rocks. 

Restart the game with SYS 
27904 followed by RETURN. 
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T00BIN' (Tengen/Domark) 



Waz PHiongton of Manchester 

Sett 393 '" With cheats for 

fav« ^ 0nVerSion of one of my 
27 co 1 m -°P s of all time. Wild 
and real toobularf! 

Load the game and reset the 



C64 with a reset switch. 

Type POKE 29836 181 fol 
•owed by RETURN 

: Tv P e POKE 31734 181 fol 
.owed * RETURN 



CABAL 

(Ocean) 

Steven Kenyon of Wirral is rather 
a hard bloke to slaughter people 
by the thousands AND boast 
about it to us. He's been playing 
Cabal and here's some dead 
handy tips for you all. 

O Shoot as many of the build- 
ings as you can as they block 
your shots at attacking/hiding 
enemies. 

♦ Shoot the enemies at the bot- 
tom of the screen as the bullets 
they fire need less time to get to 
you and can often trap you in a 
corner. 



Don't forget that you can 
shoot the enemies' bullets! 

♦ Try to pick up the bonuses 
straight away. The extra 
100,200,300 points give are very 
useful if you want more extra lives. 

O Collect special weapons 
straight away as their rapid fire 



removes buildings faster, giving 
you more breathing space. 

♦ The grey uniformed soldiers 
(the ones that take a few shots to 
kill) can give a grenade or a special 
weapon. When he does, two men 
carrying a stretcher will appear. 
Shoot these and they will give you 
two grenades, collect them and 
then shoot them again before they 
go, to receive two more grenades. 

<0> Never stay in corners for too 
long, the soldiers have a habit of 
zeroing in on you. 

♦ Don't waste grenades on build- 
ings unless you really need to. If 
you opt to shoot in small bursts at 
every building rather than concen- 
trating on one building at a time 
then a grenade may finish the job 
a lot quicker. 

O Try not to get killed when the 
end-level guardians appear 
otherwise your FOE meter will 
drop to zero and you'll have to 
start again (unlike during the 
normal soldier blasting action). 
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(Origin/Mindscape) 

A classic game from Origin this 
one when came as a real sur- 
prise to those of us expecting 
the usual t//f/'ma-style RPG fare. 
Peter Roddan of Swanley in Kent 
was the first to come up with a 
solution for this marvel of com- 
puter programming, but as we 
all know there's quite a few ways 
to reach the end. This solution 
should apply to the disappoint- 
ing Amiga version as well but I 
haven't got round to trying it out 
yet. Stuart McRae of Keith, Banff- 
shire up Scotland way also sent 
in some handy tips. 
Firstly you must get yourself 
some decent weaponry. After 
docking at Hiathra go see Orel- 
lian, the Imperium Represent- 
ative and take your Space Pilot's 
exam. The answers to this are 

1) 3.26 

2) type 0 

3) F=M+A 

4) THE IMPERIUM 

If you don't have your Space 
Pilot's licence you can't buy any 
weapons, shields etc which 
doesn't help matters. 

Talk to everyone on the base, 
especially VEDA (a green mons- 
ter). If he sells you some CON- 
TACT LENSES, buy them. Go to 
the room where CEBAK is (the 
girl who keeps talking about the 
greatest coin-op in the galaxy, 
HIVE!). Inspect the far right 
SPACE SUIT on the back wall, 
and you should find a KEY 
CARD. When you have spoken 
to everyone, go and see the 
SHIP OUTFITTER. Buy 4 extra 
Cargo Pods off him. Then go to 
the Trader and buy 8 tons of 
either 1GB RAMS or SUPER- 
COMPUTERS. If they don't have 
any of these, don't buy anything. 

Next go to the MICON I out- 
post. Sell the 1GB RAMS or 
SUPERCOMPUTERS and buy 
EXPLOSIVES or FORGED Cre- 
dits. The important thing about 
smuggling Contraband is to 
remember to have a different 
item in your last Cargo Pod. That 
way, you don't usually get 
caught. Go and see Sir Eld. He 
will ask you to do him a favour, 
so agree to do it. Go back to 
HIATHRA Starbase and deliver 
the Statuette to The Imperium 
Representative. Sell the EXPLO- 
SIVES or FORGED Crs, but NOT 

SUPERCOMPUTERS or 1GB 
RAMS. Return to MICON I and 







talk to Sir Eld. He will give you 
some useful advice and give you 
a Stealth Box. Repeat this 
HIATHRA to MICON I run until 
you have enough credits to buy 
a PARTICLE BEAM LASER. Now 
the fun begins!! 

Here you must make a deci- 
sion. Whether you will become a 
PIRATE or a BOUNTY HUNTER. 
Being a pirate means that you 
will get more combat practise 
and (most importantly) more 
money but this also means that 
every ship you come across will 
attack you. If you're a Bounty 
Hunter, at least the Merchant 
ships won't attack you. 

The next item on the agenda 
is to get more ARMOUR. When 
you've got 500 of this, and your 
REPUTE is FIERCE or higher, go 
and see DUCHESS AVENSTAR 
at DENEBPRIME STARBASE in 
the DENEB system. She will give 
you a mission. Talk to the STU- 
DENT on Deneb who will tell you 
to go to NAR'SEE and say * RAK- 
BIT' to one of the ALIENS. 

Do this and then go back to 
Deneb and speak to the student. 
She will give you a MALIR 
ARTIFACT. Next go to the BAS- 
SRUTI system. Here, go to the 
MINING STATION. You are 
advised to save your position 
before docking with the station 
as there are rather a few 
monsters running around the 
station with an unsociable ten- 
dency to tear you limb from limb. 

When you have docked, go to 
the room directly down from the 
docking bay. A monster should 
enter here so be careful. You 
must try to get a table between 
the monster and yourself and 
then run through one of the 
doors. When you are sure that 
you have lost the monster, go to 
the room at the bottom left of 
the station (the one with the 
SAFE in it) and inspect the 
CABINET below it. You should 
find some NSBs. Now go back 
to the ship and fly to the 
ARCTURUS system and go to 
the MICON II MINING STATION. 
Go to the MADMAN in one of the 
corridors and talk to him. Select 
'OTHER' and type 'NSB'. He will 
ask you the name of his mission, 
to which you should reply 'FER- 
RET'. He will tell you to go and 
see GUT. 

Go to the KOTH carrier and 
use the CARD on the LOCKED 
DOOR. Avoid the ALARM 
SQUARES and go and inspect 



one of the squares on the TOP 
WALL. You will find the TRANS- 
MUTATION COIL as long as you 
have bought the CONTACT 
LENSES off VEDA (did you 
remember to do that earlier??). 

Go back to the BASSRUTI sys- 
tem and soar through the vac- 
uum to the FREE GUILD OUT- 
POST. Go to CHI-SHA and say 
you are a ROGUE. Select 
'OTHER' and say 'LUX-23A'. 
Agree to help her and she will 
come on your ship as a repair 
droid. Go and see OMAR and 
demand to see GUT. He will tell 
you to go and destroy a TITAN 
first. This 'small' task is not too 
difficult as long as you have 500 
ARMOUR and decent shields. 
When you have done this, go 
back and talk to GUT. Explain 
KOTH's plot and he will tell you 
to go and see a BAAKILI FAR 
TRADER. Say to him 'MANCHI' 
and offer him the MALIR 
ARTIFACT. When you have 
recieved the information, go and 
see GUT again. He will tell you to 
go to TROCHAL to steal the CHI- 
GONGERback. 

First, go to the MICON IV MIN- 
ING STATION in the ZED N27 
system. Once at the station 
search behind the locked door 
until you find a PSIONIC 
SHIELD. Then, go to the TROC- 
HAL OUTPOST in the SIGURE 
system and go to see VILANIE. 
She will ask you to remove the 
shield - DON'T! She will call the 
guards so quickly unlock the 
DOOR in her ROOM and inspect 
next to the EGG. Pick up the CH I- 
GONGER and go back to GUT. 
Then go to ZED N27 and talk to 
PROFESSOR PROSK. Give him 
the TRANSMUTATION COIL, 
and ask him for the NULL 
DAMPER. Explain about the 
EGG and enter in the CO-ORDI- 
NATES "GC 3409". Go to the 
NAVIGATION CONSOLE, and 
set course for the MANCHI 
HOMEWORLD. Dock here, turn 
the disk over and look at the 
pretty pictures. 

TIPS 

Use the map to get through the 
Bassruti Mining Station, if you start 
getting wandering around the 
monster may sneak up and have 
you. It's a fairly thick monster and 
escape is possible. 

LOADED FOR MANCHI 

Don't think about becoming a 
pirate or bounty hunter until you're 
armed to the teeth, Naturally the 
most expensive laser is the best 
(the Particle Beam); they're very 
effective at cutting up Manchi and 
other baddies. Initially, buy the 
Sapphire laser first (if you can 
afford it) and then upgrade to the 
Particle Beam later. Plasma tor- 
pedoes are effective, cheap and 
compact so buy around six of 
them and seven Nova missiles. 



AROUND THE GALAXY IN 
80 WORMHOLE JUMPS 

To enter a wormhole you must fly 
through the Malir Gate with a 
minimum velocity of 21 ms. You 
don't have to enter it by flying 
through a hole at either end, you 
can fly through the sides with no 
damage to armour. Avoid Ion 
Storms like the plague if you're 
carrying perishable goods like 
Brandy and Radioactives. A 
reasonable wormhole speed is 
between 15 and 22 ms, practice 
the sequence and you shouldn't 
have any problems. 

Detour around any Shard fields 
that you find in a system, things 
get difficult if you're attacked by 
Manchi or pirates while navigating 
a Shard field, avoid Nebulae or 
Asteroids where possible. 



ADD-ONS 
SHIP 



FOR YOUR 



The turbo thruster is useful, espe- 
cially if you regularly have full 
cargo bays which make your ship 
sluggish and lethargic, but the 
thruster isn't necessary. 
Armour plates are worth the 
money, to get maximum armour 
you'll have to buy four armour 
plates. Put them top of your shop- 
ping list and buy them when you 
can afford them! After buying 
them, you have to select Repair 
Armour from the repairs desk. 
E.C.M.s are handy for fights with 
Titans and Corsairs. Like the Turbo 
Thruster, though, they're not 
essential. 



GOOD CAREER MOVES 

Other ships may be friends or foes, 
depending on what career path 
you take. Becoming a bounty 
hunter is dangerous but very 
profitable. A bounty hunter will get 
attacked by every Dart or Corsair 
in his vicinity and a well equipped 
ship is essential. Being a pirate 
puts a bounty on your head and 
you can expect Cruisers, Hunters, 
and the awesome Titans attacking 
you. 

Provided you can find a profita- 
ble trading route, being a mer- 
chant is the most lucrative way of 
surviving although Darts and Cor- 
sairs may attack. 



DOGFIGHTING IN 
VACUUM OF SPACE 



THE 



Manchi will always attack you no 
matter who you are, the resulting 
battle is ALWAYS a fight to the 
death as they never surrender or 
give up the fight. The Elite equiva- 
lent of these pain-in-the-rears are 
the Thargoids. Ask the Imperial 
Captain if you want news on Man- 
chi. Wasps are easy to kill but Vul- 
tures are a different matter, only 
moderately well equipped ships 
stand any chance against them. 
Getting attacked by two (or even 
three) Vultures is rare but invari- 
ably lethal. 




► 
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THE ULTIMATE UTILITY CARTRIDGE COMES OF AGE! 




NOW 



IS HERE 





THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED r 

UTILITY CARTRIDGE EVER CONCEIVED! ' 




Load 202 block program in under six seconds - world's fastest 
disk serial loader. On board Ram and Rom. achieves such high 
I loading speeds. Works with 1541/ 1571/Oceanic/ 15-61. 



Automatic infinite lives!!! Very easy to use. works with many 

programs. No user knowledge required. 



Full S4K Freezer Monitor - examine ALL memory, including 
stack. I/O area and registers in theirlrozen state. Ideal for de 

bugging or just for fun! 



Freeze the action and view the sprites • watch the animation 
customire your games - kill sprite collisions. 



I Now you can make your old slow loading programs load faster 
I Simply freeze the action and save to tape or disk to reload at 
superf&st speed - no more waiting for programs to load. 




This feature will add Turbo Reload to the programs that yo: 
save to tape • no user knowledge required. 



Format an entire disk in about 10 seconds • no more messing 

about. 



Print out your frozen screen to printer • MPS 801. S03. Epson. 

Star. etc. - very versatile. >££ 



For parallel printers. Star. Epson, etc. Print out listings with 
graphic characters etc. (Cable required for parallel port 

£12.99). 



Now you can edit the entire frozen screen with this text editor 
change names on high scores, etc. Great fun! 



Easy to use disk file copier. Much faster than conventional 
methods. Ideal for backing up data disks. 



EXTENDED 
TOOLKIT 



Many single stroke commands for Load. Save. Dir. etc. Plus 
range of extra commands i.e. Auto Number. Old. Delete. Merge 

Append, Linesave. etc. 




"I'm stunned, amazed 
and totally impressed. 
This is easily the best 
value for money 
cartridge. The Cartridge 
King!" 






ALL ORDERS 
DESPATCHED 
WITHIN 48 HRS 



mmm 




24hr Credit 
Card Line 



POST 



1 w 

Send cheques/POs made 
payable to "Datel 
Electronics" 





UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 



PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 



DATEL ELECTRONICS LTD. 
FENTON INDUSTRIAL 
ESTATE 
OOVAN ROAD, FENTON, 
STOKE-ON-TRENT, 
ENGLAND. 





^RAPHIC^SUPPORT 
fp r UTILITIES DISK 

LIDE SHOW. View your favourite 
screens in a slide show type display. 
BLOW UF Unique utility allows you to 
take any part of of a picture & 'blow it 

up' to full screen . 
-■§f$P".IE EQITOR. A complete sprite 
editor helps you to create or edit sprites. 

MESSAGE MAKER. Any screen 
captured with Action Replay or created 
with a graphics package can be turned 
into a scrolling screen message with 

music. 

ONLY £9.99 




The Quest for Ultimate Dexterity... 



4 ^ 




QUEDEX** 




USA 



By Stavros Fasoulas 
and EPYX® 





3jK 




Amiga Screen 



PC Screen 



ONLY THE COOL AND CLEVER SURVIVE... 



3-D planes that'll blow your mind 

Roll off the edge of infinity into a 
dimension with no room for mental 
midgets. Dodge electrical seas, 
bounce the lights out of illuminated 
checkerboard puzzles and blow up 



blocks that keep you from bouncing 

to the next thrilling plane. 

Time is against you, and so are the 

problems to solve. But then — 

yours is The Quest for Ultimate 

Dexterity 



AMIGA £19.99 PC/Compatibles £24.99 
Thalamus Limited 1 Saturn House, Call eva Park, Aldermaston, Berkshire RG7 4QW Tel 0734-817261 



RETROGRADE 

(Thalamus) 




Well, the trials of Retrograde continue with Apex providing the tips 
and motherships and familiar tipper Andrew Roberts of St. Helens, 
Merseyside providing the maps. Gives me less work to do which is 
rather handy. 



\ 



Level 4 



With level 4 comes some new obstacles: rooves and walls. Rooves 
restrict access to the planet surface and walls stop you from roaming 
the ground at your own leisure. First go to the shop and upgrade your 
fist to power four. This is absolutely VITAL or you can't complete the 

level (bit sneaky that ). 

You will notice some new weapons, including the 'Zenith'. This is 
the ideal weapon for defeating the level 4 nerve centre since it fires 
directly upwards, but you can use a radian if you prefer. Again, there 
are only two ducts on this level : one very short and another extremely 
long (my, that's a big one). The ground aliens which leave behind 
planet busters are a blue squidgy pumpkin in between two pink 
walking eggs and a grey bloke to the left of the first duct. 

Hey - is that coffin ready yet??? Yes, you are onto the fourth big bad 

boss and surely facing certain death 

You must f irst destroy the cunningly hidden guns marked 1 and 2 
On the piccy (shoot from the left). Whizz around to the other side and 
take out guns marked 3 and 4, avoiding those lazer death bolts. Next, 
whizz back to the left and decimate the first ' power generator' (5 on 
the piccy) and, once again, whizz back round to the right and devas- 
tate the second and last power generator (6). The spark at the bottom 
will become sparkless and void of all sparkability- well, it will disap- 
pear allowing you access to the centre of the nerve-centre. Blast the 
eye at the top (7) with either your Zenith or Radian (should be a 
Zenith you spineless wimp) and shortly the moronic marauding 
monster will cease to be (yes - it's DEAD!). 

So, there you have it. Four down and three to go. We leave Dan 
Damage zooming through space to planet number five. What awaits 
him there? What evils will he face? And how ridiculously accurate will 
the missiles be now? By the time the next set of tips is out you tape 
users should have level five loaded (if you're lucky). Before we go, we 
would just like to let you know the current high-scores for a single 
level 475,545 - and the entire game (without the cheat) - 1,217,005 
- both by Steve and both easy to beat! 



'What cheat?' You cry out as one. Well, It's about time now and 
anyway quite a few people have found it including Leigh The Man of 
Romford, Steven Porrin of Woodhouse, Sheffield, Andrew Roberts, 
and Chris Brown of Kelso. 

To get this dashed clever cheat to work switch on your C64 as usual 
and put the disk/cassette in the drive/tape deck as usual but DON'T start 
loading it yet! Instead, move the on screen cursor down to the bottom 
line of the current screen using the cursor keys, move the cursor along a 
bit and type I HATE BROS (complete with the two spaces). Now use the 
SHIFT and INST/DEL keys to move the sentence across into the comer 
so that the S of BROS is touching the bottom right edge of the screen, 
now hold down SHIFT and Cursor Up/Down to bring the cursor back up 
to the line you started on and back to the position it started from. (Under 
the READY, statement). 

Don't worry about the mess of graphics left behind just on no account 
must the screen scroll up otherwise the cheat won't work. Now with this 
prepared, just type the usual LOAD statement as per usual and leave the 
game to load. When it does, lo and behold! you have infinite energy (no 
infinite cash though). It's a clever one that has been done before in one 
of the Monty games. When a new game is started if you quit or complete 
the game from then on all upgrades are free once just one grade is 
bought, you can also position the weapon anywhere (providing there's 
enough power points left). 

For all those disc users with OCEANIC disk drives who have been 
experiencing problems in loading Retrograde, we can now give you 
a program which will solve your loading blues . . . Type in this prog- 
ram, save it off to a blank disc to use later and RUN it, ensuring that 
your Retrograde disk is in the drive. 
1 0 POKE 53265,0: POKE 53272,1 97: POKE 648,48 
20 X=X+1: IF X=1 THEN LOAD "L",8,1 
30SYS 850 

Leigh has found a cheat for extra points. When you have completed 
a level put your joystick on autof ire or let the time run out and you 
find that your energy bonus will not stop. A cartridge poke POKE 
50374,173 is worth trying if you have an Action Replay cartridge or 
similar dongle. 
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Duct 



Shop 



Grey Sentry Duct 



Bouncing 
Pumpkin Head 





THE CAST OF ALIENS 

1. Blue Troll 

2. Red Troll 

3. Green Troll 

4. Mine 

5. Spinning Planet 

6. Glowing Balls 

7. Live Fungi 

8. Yellow Troll 

9. Grab Crab (?) 

10. Walking Pumpkin 

11. Pod 

12. Bouncing Head 

13. Side Flyer 





FLYING WEAPONS 






ATOMIZER 




ZENITH 




Positions: 


3/7/11/15 


Positions: 


1/9 


Inc: 


l> 


Inc: 


3 


Cost: 


500 


Cost: 


750 


Max: 


16 


Max: 


21 


Points: 


2 


Points: 


2 



LEVEL FOUR - 
MAGIC MUSHROOMS 

MAN! 



Compiled and drawn by Andrew Roberts (C)1990 
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TYPHOON THOMPSON 

(Broderbund/Domark) d 



Cute, very cute indeed. Dan Gorlin returns to bring a smile to our 
faces with the best animation I've seen in a long while. To help you 
wipe the smile off those brilliantly animated sea sprites here's some 
handy tips. 



Get used to how the hover craft's attitude affects its movement. 
Pushing forward on the mouse coupled with thrust is best for reach- 
ing top speed while pulling back on the mouse together with thrust 
puts the craft in reverse and forces it into the air (handy for avoiding 
nasty flyers). Pulling the craft back allows you to fire further into the 
distance (sometimes helpful, sometimes a hindrance). It's best to 
stick to drifting around without the thrusters, it's easy to thrust into 
danger or accidentally dive under the water if you're not careful. 

^ Shoot one island at a time and lure the Flyers that emerge from it away. 
Once the sprites are loose in the water they can be devilishly quick at 
getting back to the island. The further away they are when you hit their 
flyer, the better your chances of getting them all. If one flyer gets back 
then the sprite 'counter' resets and you'll have to start again. 



Try not to let flyers get behind you, especially dangerous ones like 
the Zapper. If things get too much, dive underwater and lob freeze 
bombs from down below. 

t Don't go mad on the old firing-the-laser business. One shot is enough 
to destroy a flyer and any further shots tend to hit the sea sprites that 
come out even further away. Even worse is a stray shot that hits other 
flyers throwing yet more sea sprites into the water. As the sea sprites are 
identical in looks, there's no way of knowing from which island they come 
and hence you can't go about stopping sprites from getting back to their 
islands. This is NOT a good thing! 



Never forget how sickeningly intelligent the Flyers are. The nastier 
breeds of Flyers like the Zapper and Spitter will home in on the 
player if sea sprites are in the water, bubblers will dish out more 
bubbles as you draw near. 



THE WEAPONS 



Laser Cannon - Absolutely essential for everything. 



Bombs - Best to use a scatter bomb to get rid of bubbles 
surrounding your target; also good for splitting up groups of flyers. 

Sprite Magnets - Upon killing a flyer throw a good few sprite magnets 
around; even if the sprites change they'll still hang around the magnets 
before it expires. 



Bombs - If the Zapper, Whomper, and their friends get TOO 
close hit the freeze bomb to halt them. Firing at them while frozen has the 
same effect as a laser cannon, hitting them into the distance. 

THE MISSIONS 

'Bring us the Dagger!' - A dead easy level introducing you to each of 
the different Flyers in turn. One sprite controls each flyer so unless you 
really cock it up the collection of the seventh sprite should see you get 
the Dagger. 

' Bring us the Hammer! ' - Again no major hassles but this time it's 1 4 
sprites in total, now 2 flyers pop out of each island with 1 sprite in each 
at the controls. Make sure you're not caught between two kill-on-contact 
flyers and you should be okay. Kill any Zappers, Suckers or Forcers first. 

'Bring us the Balloon!' - The problems continue to double with 28 
sprites to be picked up, 2 flyers appear from the islands with 2 sprites in 
each. No real advance in difficulty over the Hammer level except that 
you've got twice as many sprites to pick out of the water. Still, it's good 
practice for the last two levels. 

'Bring us the Pacifier!' - Last but one level and the hardest but one 
for difficulty. 42 of the pesky sprites form your objective. Now we have 3 
flyers per island with 2 sprites in each. From now on it's best to draw them 



away from the islands and hit them one at a time. It's a long haul but you 
will do it. 

'Bring us the Baby!' (Whooo!) - The ultimate challenge as all hell 
breaks loose with 3 sprites for every one of the 3 fliers in each of the 7 
islands (so that means for the final challenge you've got to collect 63 of 
the pesky sprites!). There's little new about this level other than the 
increase in sprites so you now have to draw them even further away from 
their islands. Now just sit back and watch the neat animated sequence 
(well worth the effort). 

THE FLYERS 

Bumper - The bumper is normally little more than a nuisance just 
bashing you around for kicks. The only worry you've got with this one is 
that he could hit you into a Sucker, Zapper, Bubbler, or anything else 
which is a little more lethal. Luckily this is a rare event if you keep the 
Flyers spaced out when taking them on. 

Whomper - A dangerous fellow as he moves like the clappers and is 
difficult to pin down for long range shots, he's even worse when close up 
as he homes in on you with frightening accuracy. Get him at long range 
and you've got no problems. Its a short and fat flyer making for an easy 

Forcer - Get two of these together and you'll have some real fun desp- 
erately trying to hover in a straight line. Alternatively, hit with a freeze 
bomb from below and fire a close range shot at him. 

Sucker - Obviously the opposite in effect to the Forcer, fire from long 
range, and if the little beggar gets too close thrust away (never back- 
wards), dive for cover, hit the scatter/freeze bombs, in fact -do anything! 
You have a few seconds to get away but that's all. 

Bubbler - This nasty piece of work can multiply your problems at the 
drop of a hat. Use the scatter bomb to clear the sea ways of vicious (?!) 

Spitter - Like the Bubbler, long range flyers are the worst of them all,, 
the spitter being no exception. Use the long range shot facility to pick 
them off. If they fire thrust back immediately together with a slip to the 
left or right. Spitters fire at your last targetted position s&a move away 
should lose the spit 

Zapper - As nasty as he sounds, one touch loses you both a life and a 
hover craft and you most definitely need them later on. As he's low in the 
water you may miss him a few times, launch a freeze bomb to stop him 
and fire a long range shot to finish him off. On no account let him get near!! 



i 



Well, that wasn't a massive tips section this 
month but it was small and perfectly formed, 
size doesn't count and all that. A 'Nice Try' 
award goes to Waz Pilkington for sending in 
the complete solution and maps to Rainbow 
Islands (already!!). A crying shame it arrived 

J ™^° ,ate to be incl "ded. I want EVERY- 
THING you've got on Rainbow Islands so get 
mapping, there's a £30 software voucher in it 
for the best - music hacks, cheat modes and 
secret message hacks would also be most 
welcome. I'll give you a few months to get 
something together so don't delay! I'll have 
some Infestation and Midwinter tips. An E- 
Motion solution, hopefully some 4th Dimen- 
sion maps, cheats, and stuff and hell, maybe 
even something on F-29 Retaliatory™ ready 
to give up on ever seeing that one come out!) 
Send in your stuff to our new address at PIG 
IN A POKE, StalagZZAP!, News field, The 
Case Mills, Ludlow, SY8 1JW. 



e 2 



f*! /VI /XV 1 




14 




1 




A\\\\ 






■ 



null, 



4TH DIMENSION (Hewson) 

Cyberdyne Warrior 

17,835 Phil King, ZZAP! Towers 
15,125 Stuart Wynne, ZZAP! Towers 
14,925 Rob H, ZZAP! Towers 

Head The Ball 

33,660 Rob H, ZZAP! Towers 
29,220 Phil King, ZZAPI Towers 
26,550 Stuart Wynne, ZZAP! Towers 

Mission Impossi bubble 
82,500 Stuart Wynne, ZZAP! Towers 
57,000 Rob H, ZZAP! Towers 
53,000 Phil King, ZZAP! Towers 

Insects In Space 
108,070 Rob H, ZZAP! Towers 
34,730 Stuart Wynne, ZZAP! Towers 
18,690 Phil King, ZZAP! Towers 

ALIEN SYNDROME (Ace) 
362,500 Bret 'Cool' Crossley, Rothwell, Leeds 
259,500 Martin Lindsay, Geraldton, Australia 
223,610 D Emmins, Stratford, London E15 



BATMAN: THE MOVIE (Ocean) 
1,478,470 Niall Hatch, Killiney, Co Dublin 
1 ,283,780 Richard Benbey, Haworth, W Yorks 
982,280 Chris (Mega Waster), Rijswijk, Holland 

(Amiga) 

769,400 Chris (Megabiaster), Rijswijk, Holland 
573,460 (Completed) Alan Mitchell, Radclrffe, 
Manchester 

534,1 28 (Completed) Jamie Aldron , Mansetton, 
Swansea 



BATTLE SQUADRON (Electronic Zoo) (Amiga) 
2,235,075 Liam Asher, Bel per, Derby s - 

2, 1 44,875 Jimmy Gustafsson, Sweden 
1,750,400 Steve Packer, Chelmsford, Essex 

BLOOD MONEY (Psygnosis) (Amiga) 

349,880 Chris (Megabiaster), Rijswijk, Holland 

340,000 (Completed- Again!) C Hall, Houghton- 

le- Spring, Tyne and Wear 

284,150 (Completed) John Cockell, Wakefield, 

W Yorks 



BUBBLE BOBBLE (Firebird) 

9,384,260 Ian Moglan, Somewhere 

8,693,1 1 0 Phil Hutchinson, Heage, Derbyshire 

8,692,430 Richard Pembridge, Wirral, 

Meraeyside 

CABAL (Ocean) 

208,615 (Completed) Chris Campbell, 
Nottingham 

166,720 'Mad Man Mark' Ashton, Manchester 
1 50,491 (Completed) Ronald 'Radical' Pettit, 
Ban stead, Surrey 

CHASE HQ (Ocean) 

1 8,860,520 (Completed) Michael 'Ens' Nicol, 

East Kilbride, Scotland 

1 1 ,091 ,969 (Completed) Brian Leahy, Co Cork, 

Ireland 

10,339,013 (Completed) Richard Green, Hadley 
Telford 



Ah, what a lovely new office I've got in this lovely stalag by the river. And 
at last those feeble reviewers have been put in their place; in a tiny cell 
between TGM and the Ad department (sheer hell!). By the way, the next 
person to call me a pillock will join them. 

For extra comfort the ZZAP! cronies have got a brand-new drinks 
machine which serves pure bleach at £5 a time - no more wimpy drinks 
like tea or Britvic 55 as its use is compulsory! And for that authentic ' alien 
mothership' feel, the rooms are lit by 20 Megawatt searchlights, so the 
idiots can't hide from me as I peer at them through the one-way mirrors. 

Of course, with the combined cacophony coming from their noisy 
neighbours, the reviewers soon resorted to playing very heavy metal on 
their personal stereos - a practice soon abolished by a proper 
democratic decision, ie mine. Maybe Earth isn't such a bad place, after 
all! 



(Amiga) 

9,999,999 (Completed) Martin 'The Mrttin' 
Calladine, Reading 

7,240,560 (Completed) Casey Gal lacher, 
Reading 

4,421,420 Ian Perryman, Plymouth 

CITADEL (Electric Dreams) 

1 ,445,479 (Completed 12 times!) Bjo»n Halen, 

Helsinki, Finland 

1 ,237,750 Mark Clements, Kettering, Northants 
745,920 Andrew Roberts, St Helens, Liverpool 

CYBERNOID (Hewson) 

576,280 Chris (Megabiaster), Rijswijjk, Holland 
276,400 Dean 'SJT James, West Bromwich, W 
Mkto 

238,430 Donovan James, West Bromwich, West 
Midlands 

DARK SIDE (Incentive) 

6,520,420 (Completed) Martin Lear, Shelley, W 
Yorks 

6,130,726 Kuddly Bix, Yoric, N Yorks 
5,860,626 Colin Fulton, Ayr, Scotland 

DENARIS (US Gold/Rainbow Arts) 

1 ,562,320 (Completed) Chris (Megablar tor), 

Rijswijk, Holland 

1,404,849 (Completed) Stephen Blidgeon, 
Wythenshawe, Manchester 
1 ,253,510 (Completed) Katamati and Ookrio, 
Heston, MkJdx 



E-MOTION (US Gold) (Amiga) 

Level 29 (76,950) Rob And Phil, ZZAP! Towers 

Level 7 (46,200) Wozza, TGM Towers 

FIGHTER BOMBER (Activision) (Amiga) 

(Missions completed/flown) 

13/26 Supersonic Stu, ZZAP! Towers (F-15) 

13/27 Mad Bomber Hogg, ZZAP! Towers 

(Viggen) 

FIRST STRIKE (Elite) (Amiga) 

1 68,800 Mikael Johannesen, H vidovre, Denmark 

163,000 P Alexander, Lincoln 

73,300 Rob H, ZZAP! Towers 

GHOULS *N f GHOSTS (US Gold) 
4,039,450 Mark Williams and Bryn Lawtor, 
Middtezoy , Somerset 
4,020,100 Daniel Julien, London 
4,014,300 Andy Wiltshire, Lacock, Wilts 



HARD DRMN' (Tengen/Domark) (Amiga) 
70,576 (Time - 1 : 37 .99) Andrew Rowley, 
Billericay, Essex 

41,445 (1:49.58) Stu Undsell, Brentwood, Essex 
30,280 (2:08) Rob H, ZZAP! Towers 

HAWK EYE (Thalamus) 

8,679,230 Chris (Megabiaster), Rijswijk, Holland 
5,625,380 David McKenzie, Dennistoun, 
Glasgow 

3,505,100 Johan 'The Joker 1 Jonkers, Venlo- 
Blerick, Holland 



KICK OFF (Anco) (Amiga) 

Argentina: 42pts, 1st-Steve 'Rad' Adkins, 

Munster, W Germany 

Brazil: 36pte. 1st - Paul Taylor, Billericay 

England: 42pts, 1st - Matthew Thomas, 

Wellingborough; Trevor Haynes, Cramlington 

France: 36pts, 1 st-Trevor Haynes, Cramlington 

Holland: 42pts, 1st - Matthew Thomas, 

Wellingborough; Arjen vd Wetering, Holland 

Italy: 40pts, 1st- Matthew Thomas, 

Wellingborough 

Russia: 42pts, 1 st - Stephen Kennett; Matthew 
Thomas, Wellingborough; Jani Koskinen, 
Finland 

Spain: 34pts, 1st - Trevor Haynes, Cramlington 
W Germany: 36pts, 1st - Trevor Haynes, 
•Cramlington 

MYTH (System 3) 

59,126 (Completed) Graeme 'Tensed-up' 
Fairchild, Brentwood, Essex 
35,000 (Completed) Ronald 'Radical' Pettit, 
Banstead, Surrey 

• 

NEW ZEALAND STORY (Ocean) 
Completed (624,300) Stral, Holytown, 
Motherwell 

Completed (548,400) Nick 'Tiki 1 Evans, 
Portsmouth 

Completed (513,100) Nicky Paulin, Torrington, 
Devon 

(Amiga) 

Completed (2,171,860) Neil 'Robb The Dude' 
Robinson, Rothwell, W Yorks 
Completed (810,936) James Gibson, King's 
Lynn, Norfolk 

Level 5-3 (422,516) Ged Keaveney, Shelley, W 
Yorks 

NINJA WARRIORS (Virgin) 

203,540 (Completed) Edward Fletcher, Ashton- 

Under-Lyme, Manchester 

161,170 (Completed) Steve Bellamy, 

Basingstoke, Hants 

(Amiga) 

143,050 Jimmy Gustafsson, Sweden 
120,600 Marcos 'The Muke' Simpson, 
Northwood, Middx 

107,450 Roboninja Hogg, ZZAP! Towers 

OPERATION THUNDERBOLT (Amiga) 
2,856,800 (Completed) Casey Gat lacher, 
Reading 

2,571 ,200 (Completed) Daniel Besser, B I etch ley, 
Bucks 

2,389,600 (Completed) Luke Alton Sta veley, 
Derbys 

P-47 FREEDOM FIGHTER (Firebird) (Amiga) 
242,764 Phil King, ZZAPI Towers 
209,342 Ian Perryman, Plymouth 
152,700 Rob H, ZZAP! Towers 

PIPE MANIA (Empire) 

393,550 (Level 31) Mike Vine, Dagenham, Essex 
(Amiga) 

109,000 Jimmy Gustafsson, Sweden 
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POWER DRIFT (Activision) 

884,960 Phil Halli well, Shotton Colliery, Co 

Durham 

884,640 Ian 'Tiger' Gough, Gorseinon, Swansea 
(Hello from Penllergaer resident, Rob H!) 
881,900 Johnny 'Well 'Ard' Smith, Bath, Avon 

(Amiga) 

1,972,382 'Andy's Mum', Seaford, Essex 
1,969,393 Steve 'St IveT Gee, Wakefield, W 
Yorks 

1,943,628 Philip Sutclrffe, Nottingham 

QUEDEX (Thalamus) 
1,023 Mr Anonymous, Anonyville 
1,015 Matthew Hall, Victoria, Australia 
1,010 Craig Archer, Victoria, Australia 

RAINBOW ISLANDS 

368,422 Simon Binns, Marske, Cleveland 
(Amiga) 

2,334,960 Stuart Wynne, Ludlow Hospice 
1,812,700 Rob H, ZZAP! Towers 
1,450,100 Steve Packer, Chelmsford, Essex 

RETROGRADE (Thalamus) 

1 ,253,060 (Completed) Paul Kumar, Stafford 

1,240,320 (Completed) Martin Coyle, 

Nottingham 

1,148,865 (Completed) William Callaghan, 
Tipton, W Mids 

RICK DANGEROUS (Firebird) 

317,400 (Com pe (ted) Chris (Megabiaster), 

Rijswijk, Holland 

257,300 (Completed) Casey Gallacher, Reading 
31,190 Simon Phillips, Greenfield 

(Amiga) 

744,550 (Completed) Casey Gallacher, Reading 
14,000 Daniel Besser, Bletchley, Bucks 

R-TYPE (Electric Dreams) (Amiga) 

259,900 (Completed) Andrew Rowley, Billericay, 

Essex 

255,700 Pintel Tomer, Ramat-Gan, Israel 
248,300 (Completed) Lee Ellershaw, Blackpool 

SAMURAI WARRIOR (Firebird) 

3,850 Bret 'Cool' Crossley, Rothwell, Leeds 

3,427 Richard 'I love Basildon' Archibald, 

Basildon 

2,926 Karl Green, Acklam, Cleveland 



TEST DRIVE 2 (Accolade) % 
289,700 (Completed) Mike Vine, Dagenham, 
Essex 

(Amiga) 

392,432 (Completed) Matt Heaton, 
Berkhamsted, Herts 

367,800 (Completed) Mark van Geijtenbeek, 
Heersum, Holland 

327,296 (Completed) Sami Jussila, Jyvaskyta, 
Finland 



TURBO OUT RUN (US Gold) 
16,360,000 'Mad Man Mark' Ashton, 
Manchester 

16,310,000 (Completed) Rob 'Road' Hogg, 
ZZAPI Towers 

15,530,000 Johan 'The Joker' Jonkers, Venlo- 
Blerick, Holland 
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A pirated game could result 
in a visit from you 
know who. 
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The Federation Against Software Theft 
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Our beloved Editor (who I have a great friendship with and have 
never, ever said anything nasty or threatening about, 
Constable) lies ailing after a murder attempt, and I am 
determined to humiliate the remainder of the ZZAP! team. 
Imprisoned in the gleaming stalag by the weir, their morale is 
low - especially the Phil creature who has been banned from 
drinking his coffee gunge. 

My challenger this time is Brendan Phoenix, a boldly named 
thirteen-year-old from Crumpsall, near Manchester. His letter 
bravely daring Phil to a challenge on Kick Of/arrived before the 
last issue was even finished! I was a little concerned about his 
youth - especially as Phil has played this game everyday of his 
life since getting it- but his record was impressive. Phil's best 
performance against the computer, was to win the league with 
Argentina, earning 26 points. Brendan has won with 27, and his 
confidence is high! 






Brendan arrives promptly at 
1 2.30, appropriately 
dressed in atracksuit and a 
properly fierce Iron Maiden T-shirt. 
Phil instantly thinks that here might 

finally be someone who shares his 
appreciation of Alice Cooper, only 

to be informed Brendan doesn't 

like him but his Mum does! The 

tubby reviewer, inevitably wearing 

his burgundy jumper (which hides 

the wine stains), groans as 

Brendan brings up Alice's early 

70s hits! 

After a long, three-hour trip 
down to Ludlow Brendan asks if he 
might have a brief warm-up game? 
The cowardly Phil reluctantly 
agrees and the first friendly 
begins. Within seconds Phil is 
displaying his customary dirty 
tricks, hacking down one of 
Brendan's players as he is going 
for goal. 'That was nasty,' Brendan 
complains then watches in 
disbelief as yet another of his 
players is savagely taken down. 
'You have to resort to this?' he 
asks. Due mainly to Phil's fiendish 
fouling the first half ends nilrnil. 

The second half begins with 
white lines down the centre, one of 
a number of tiny bugs in the 
'arcade game of 1989'. Sneaky 
Phil tries to make use of the 
distraction, but Brendan blunts his 
attack and gains possession. 
Player nine leads a brave run right 
through the middle and puts away 
a brilliant goal after just 30 
seconds. 1 :0. 

Barely a minute later Phil goes 
for a similarly direct approach, 
beating a defender to find the net. 
1:1. Brendan storms back with a 
volley of shots at the goal, all 
miraculously saved by a speedy 
goalie. One of Phil's men abruptly 
falls down, setting up a free kick as 
Brendan protests; 'I don't foul, it 
was a bug! ' The free kick is 
rocketed towards at Player 1 1 who 
runs forward to score. Twenty 
seconds later another of his 
players gets clear - making use of 
the fact there are no offsides in 
Kick Off- and only excellent 
goalkeeping saves Brendan. 
'Looking for an equalizer in injury 
time, ' Brendan says making a bold 
forward attack. But Phil stops it, 
shoots the ball forward to an 
opportunistic striker and scores. 
3: 1 . ' I need a few practices before 
I get on form,' Brendan mutters 
before I leave to get some Vim 
from the dispensing machine. 

The second warm-up match 
sees Brendan removes his 
tracksuit top. He plays with his 



own Kempston joystick: even 
though the left fire button doesn't 
work he says he prefers it to the 
sabotaged ZZAP! ones the 
cunning Phil wants him to use. The 
game begins and after two and a 
half minutes Phil hits a long shot 
which flukily goes in. Brendan 
claps- is he mad? - ' What a goal, 
have to hand it to you there,' he 
exclaims. I've heard of this kind of 
sporting behaviour, but I've never 
seen it. When TGM's Dominic 
Handy plays Phil he keeps up a 
constant stream of distracting, 
insulting comments and kicks Phil 
whenever he makes a foul - which 
is every other minute. I hope I 
haven't made a mistake with 
Brendan . . . 

My pathetic worries are soon 
put to rest, with Brendan winning a 
corner kick from which to score a 
great equalizer. The Clee Hill 
sheep herder isn't discouraged 
though, and strikes back with his 
own goal. But before the grin has 
faded from his begrizzled, 
unshaven chops Brendan has put 
together his own neat play which 
ends with him equalizing. 2:2. Phil 
grumbles something, but doesn't 
look worried . . . until Brendan 
breaks through his defence, runs 
toward the left goal post pulling 
the goalie over so he can turn and 
snap it to the right. 3:2. 

Fierce end-to-end footie 
culminates in Brendan conceding 
a dodgy penalty from which Phil 
scores. Irked by the dodgy 
decision Brendan gains 
possession, makes a beautiful 
long pass and scores. 4:3. Phil 
tries to come back, but succeeds 
only in making an own goal. Half- 
time result, 5:3. 

The second half is a much duller 
affair, until with just a minute left 
Phil scores. '5:4, he still might be 
in it,' Brendan murmurs before 
winning a penalty with two 
seconds left - and winning the 
game 6:4. 



A coffee break is announced 
so the players can rest their 
aching arms before the 
best-of-three contest. Brendan 
tries out some psychological 
warfare, boasting about great 
scores on his fave games - Blood 
Money and Operation 
Thunderbolt. 

But once the first match has 
begun Brendan is worried, 'It's for 
real now . . . I don't feel confident 
in this game. ' His fears are soon 
justified, with one of his players 
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A The rotund reviewer puts on an inn 

doing a sliding tackle in his own 
penalty area and Phil running over 
him to try and win a penalty. 
Fortunately he fails. A bloody 
battle in the midfield follows, with 
plenty of hard tackling on both 
sides. Phil breaks out with the ball, 
but misses his chance. Another 
rush forward draws a foul and a 
free kick, Phil is clear to shoot but 
misses by a mile. Our jeers inspire 
him though, and by some miracle 
he scores - 1 :0. 'I've got to 
equalize before half-time,' 
Brendan says and just in time gets 
his chance, only to be cynically 
hacked down in the penalty area. 
Brendan scores from the penalty. 

Phil uses the centre kick to make 
a break down the right wing, 
passes it in and scores to win 
congratulations from Brendan for 
his skill. Brendan rushes Phil's 
penalty area, but in the resulting 
scramble he misses. 

The second half begins 
impressively with Brendan almost 
scoring, but then he very nearly 
hits an own goal. A trio of excellent 
shots on Phil's goal follow, but 
Phil's goalie is superb. Brendan's 
defence isn't. Phil hits his goalpost 
sending the goalie left, the ball 
rebounds and one of Brendan's 
defenders shoots at his own goal 
- hitting the post and giving a 
corner! Phil soon exploits his 
weakness with a goal, 3:1 . 

Brendan responds with a 
brilliant angled goal, 3:2, then 
gains possession to force another 
scramble in Phil's penalty box. 
'Crikey,' exclaims Phil. Sadly, 
Brendan misses and Phil gets the 
ball out to the midfield. One of 
Brendan's defenders intercepts it 
in the penalty area and tries to 
bring it to the goalie. Phil nips in 
and jammily scores! 4:2. The Clee 
Hill Pub Crawler is tempting me to 
do the same to him as the Edit . . . 
eh, uhm, just joking. Ho, ho! 

A post-match interview reveals 
Phil's recipe for success -a good, 
computer-controlled goalie. 
Brendan is still fuming about that 
backpass as his biggest mistake. 



ent expression after committing a cynit 
RESULT: 

CLEE HILL ALCOHOLIC GLEE CLUB 4 
FIERY PHOENIX FC 2 



Phil begins the second match 
by switching from his 
standard 5-3-2 formation to 
Brendan's more attacking 4-4-2. 
Feeling cocky he boasts about 
how confident he is. Brendan 
admits he's 'unconfident': the 
pressure is really on him now since 
if he loses this he's out of the 
game. Brendan has the first and 
second shots on goal, but Phil 
survives and rushes back, passing 
into the penalty box for a quick 
goal. Brendan shakes off his fears 
and roars down the field. One of 

his strikers makes an acute angled 
shot from outside the penalty box 
to score a dream goal. 1 :1 . A 
gleam comes into his eye and he 
turns to me to ask which issue this 
is going in, then scores an own 
goal by carelessly pulling back on 
the joystick to cause a disastrous 
flickback! 

' I was going to win if it wasn't for 
that, ' he moans, ' I want a corner, 
need that corner now! ' Sure 
enough one of Phil's defenders 
knocks the ball back, but a goal 
kick is given. ' Replace the ref , ' 
Brendan shouts with my bellowing 
agreement. But then he's brought 
down outside Phil's penalty box 
and makes a good goal. 2:2. Phil 
attacks back, and uses a throw- in 
to pass horizontally into the 
penalty box - 3:2 - 'brilliant goal' 
says Brendan. 

A bit of midfield tussling follows, 
ending with Brendan hopelessly 
shooting from the half-way line. 
Phil's goalie yawns as the ball 
slowly approaches, closes his 
eyes, and GOAL! 3:3. 

Half-time and Phil goes back to 
his 5-3-2 formation. Brendan 
complains that he hates 'kicking 
down the pitch'. And sure enough 
Phil scores straight from the kick 
off, 'What skill,' murmurs thesadly 
over-generous Mr Phoenix. 4:3. 

What foul play, say I as Phil 



promptly brings down Brendan in 
the penalty box to stupidly 
concede a penalty. 4:4. Yet soon 
after, a simple accident by 
Brendan results in one of his 
players getting a yellow card: 'I 
think he's bribed the ref. ' With 20 
seconds left to go Brendan passes 
down to the right wing, passes in 
and player 9 puts it away. 5:4. 'Oh 
no!' groans the so-called King of 
Kick Off. 

RESULT: 

CLEE HILL ALCOHOLIC GLEE CLUB 4 
FIERY PHOENIX FC 5 



A short break follows so 
everyone can catch their 
breath. Brendan asks about 
Man Utd on the Amiga, a subject 
which inspires a host of jokes 
about the beleaguered team. 
Brendan insists he's a Liverpool 
fan, but their computer games 
have been even worse. The 
subject then moves on to his local 
library, where such Amiga games 
as F- 18 and New Zealand Story 
can be hired out for 1 0p a week. 
Unfortunately some typically 
fiendish humans were swapping 
the labels on the disks and keeping 
the best games - sounds like Phil 
to me! 

As for Kick Off his main 
opposition is his dad, who's okay 
but once he scores a goal he keeps 
boasting about how great he is so 
Brendan easily wins. His Mum's no 
better, but not as bad as best 
friend Matthew 'The Rubbish' 
Miskell, who owns a C64 and 
whose newest game is Mr Wimpyl 
Brendan's favourite C64 games 
are Ghosts 'N' Goblins and Bubble 
Bobble, but most of his friends 
own Speccies who keep boasting 
about superb graphics with three 
whole colours! 

After coffee Phil gets off to a 
good start, using a throw in to 
make a setpiece goal. 1 :0. 
Brendan comes straight back with 
his own goal as the theme tune of 
Neighbours comes wafting over 
the the TGM/ZZAP! partition from 
Dominic's yuppie portable TV. Phil 
goes forward from the centre kick, 
crosses in and scores - 2:1 . 
Brendan fights back, earning a 
corner but Phil's fouling denies 
him a goal. 'What a dirty player this 
man is,' he exclaims. Phil scores 



the self-acclaimed 'footy king' gets the ref on 




4 



salt!' 
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from a corner as Brendan cries, 
'That's a foul, he's so dirty, should 
be disallowed.' I can only agree 
and look forward to banning air 
from this cosy stalag if Phil keeps 
playing like this. 3:2. 

Brendan makes a snappy reply 
on the field, equalizing, then goes 
back on the attack only to be 
fouled in Phil's all ready blood- 
splattered penalty box. A penalty 
is called, but no sooner than 
Brendan's player is in position, the 
half-time whistle is blown - 
demonstrating yet another Kick 
Off bug. What unbelievable luck 
the beer-swilling Cleeite is 
enjoying! 

Brendan makes two great shots 
at goal, only to be denied by 
amazing saves. 'So lucky this 
guy, ' he murmurs, gritting his teeth 
in determination. A blistering 
attack through the middle ends in 
a great goal. 4:3. 'Two minutes to 
go,' Brendan whispers wishing it 
were all over, but it isn't and Phil 
gets another of his flukey goals. 

Following some fiercely 
contested football Brendan 
establishes total control over 
Phil's penalty box. He crosses 
over the goal mouth no less than 
five times, before Phil's nerve 
breaks and he brutally fouls 
Brendan. A penalty! He's going to 
win, there's only a second or so 
left. Victory is mine, it's all over! 
The whistle's blown, I don't believe 
it, how could such a cruel bug deny 
Brendan again? 

RESULT: 

CLEE HILL ALCOHOLIC GLEE CLUB 4 
FIERY PHOENIX FC 4 



Brendan begins the replay 
glumly, convinced sneaky 
Phil's bribed the ref. Phil 
wins the toss and decides to start 
going down (which is slightly 
harder), so he can come back - if 
need be - when going up in the 
second half. 'I'm going all out for a 
two-goal lead,' Brendan confides, 
aware of Phil's tactics. He makes 



a good shot on goal, but Phil is 
lucky again, and the goalie saves 
it. He rushes toward Brendan's 
goal and draws a penalty which he 
puts away. ' He's won it, ' murmurs 
a despondent Brendan, clearly 
exhausted after his long trip and 
three tense games. I quickly 
encourage him, I'm positive a 
good bit of play now will finally 
shatter the alcoholic's nerve. But 
too late, Phil hits another goal. 2:0. 
He gleefully rubs his hands 
together. 

Brendan puts together a neat 
play, but once again is denied by 
Phil's super-goalie. 'Best chance 
gone,' Brendan glumly remarks. 
Come on, I say, Phil's already got 
the DTs. 'I've got a feeling if I got 
one, I can equalize, ' he says. But 
as it turns out Phil is next to score, 
a corner into his penalty area sees 
one of his defenders walk the goal 
into his own net! 2: 1 . Clearly rattled 
Phil's eyes flick around, looking for 
some meths to slurp. Needless to 
say he steps up his dirty, fouling 
tactics. But these backfire when 
he gives away yet another penalty! 
2:2. 

Time is slowly ticking away and 
with less than a minute to go it 
looks like there might be another 
draw. The tension is unbelievable 
but then, with just thirteen 
seconds to go, Phil somehow 
scores - 3:2. It's all over, but I 
cannot believe the sheep herder's 
luck. I can't ever recall such a close 
contest, such brilliant play from 
such a young player and so many 
lucky flukes saving the ZZAP! 
person's bacon. Two disallowed 
penalties is unbelievable and in 
fact I consider this something of a 
victory. Of all the games played by 
anyone on ZZAP!, none has been 
played more than Kick Off and the 
brilliant Brendan Phoenix has, in 
my opinion, won a great victory. 
After this magnificent campaign I 
am sure total victory can only 
follow in the next challenge. In the 
meantime I congratulate Brendan 
again on his astounding 
performance. 



▼ Challenge over, it's time for a game of real football. 
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KICK 
The Game 



Phil's all-time favourite 
game was reviewed in 
ZZAP! 50 - just before he 
joined the team. Even 
though the game earned a 
well deserved 96%, a 
certain 'arty' person (who 
will remain anonymous) 
made a mistake by putting 
a Sizzler logo instead of a 
Gold Medal on the review. 
So please, no more letters: 
it was a Gold Medal! 

Kick Off, of course, is a 
simulation of football, with 
the arcade action taking 
place on a scrolling, 
overhead-view pitch. The 
game includes an 
international league of 
eight teams, practice 
options, and one and two- 
player modes. There are 
several different refs 



ranging from the blind C 
Winchester to red card- 
happy E Boylan. Before 
non-league games each 
team gets to choose from 
five levels of play which 
determine the speed of the 
players -for the challenge, 
both players were on the 
fastest international level. 

The game is also famous 
for its many quirks (also 
known as bugs!) including 
strange white lines which 
obscure the middle of the 
pitch, a little white man 
who appears behind the 
goals, time running out 
before a penalty can be 
taken, and goalies who 
seemingly go to sleep, only 
to be awakened by the refs 
whistle. Mainly because he 
uses them to his 
advantage, Phil reckons 
these features enhance the 
game - other more honest 
players are a bit dubious 
about this! 




Reckon you could do better? Well, Robin 'Boyo' Hogg has 
been practising his skills on Hewson's Insects In Space (from 
their Sizzling C64 Fourth Dimension compilation), ready to 
take on a worthy challenger. If you're chosen you get to visit 
Ludlow (a unforgettable experience) and, win or lose, you'll 
get some great prizes and have your picture taken by one of 
the world s leading photographers (or if he's not available, 
Cameron). 




My laser-firing eyes are so hot I reckon I could fry 
Welshman's bacon and make him look like a real I 
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ham-ateur. 
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ou're busy smashing 

(C64) 






holograms into one. This isn't as 
messy as it sounds, since it 
means they both inhabit the 
same body which can take the 
form of Metalisis or Hammerfist 
as they wish. What's more their 
psychopathic instincts seem to 
have been cured . . . 

Nevertheless, spending their 
lives inside a single body holds 
little appeal for them. C-H's 
latest assassins have turned 
against it, and plan to destroy 
the corporation's brain - The 
Master, if anyone can do it, they 
can. Hammerfist is named after 
his cybernetic hammer-shaped 
fist, which packs a powerful 
punch. But even more powerful 
is his piston-fist, a limited 
energy unit which can pulverise 
almost anything. And for long- 
range targets he carries a laser 
gun (again a limited number of 
shots). Metalisis carries no 
weapons, but can perform a let- 
hal high kick and headbutt. 
She's also more agile and faster 
than Hammerfist. 

When baddies are killed they 
sometimes leave orbs which 
give extra units for the pow- 
erfist, laser, or increase one or 
both character's life force. But if 
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One thing that Hammerfist has 
going for it right from the start is 
a superb attention to detail, and 
it's not all graphical either. The 
game is simply alive with activity 
with masses of variety in the 
(foes. And as each screen con- 
tains its own particular prob- 
lems, together they make for one 
busy game. 

Amiga owners are in for a treat 
with the sparkling graphics, 
background effects, and a total 
of four moody Wally Beben 
tunes. The level of detail in each 
character (be it friend or foe) is 
pretty amazing with no limit on 
the colour. And on top of the 
graphics there's the solid blast- 
ing action (or should that be pis- 
ton-pumping action?). Ulti- 
mately a little unsophisticated 
perhaps but you've got to perse- 
vere with this one if only to see 
the superb visuals. 
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searching for an air shaft which 
will take them to the surface if 
they can beat a massive, mutant 
ant. The final C64 load is a city in 
a ruined wasteland. The Centro- 
Holographlx complex is here 
with the defeat of The Master as 
the final objective . . . 

Hammerfist has just 32 
screens in all, but this isn't due 
to any laziness on the program- 
mers' part. Instead they've tried 
to make each and every screen 
virtually a sub-game in its own 
right. To exit any screen you 
must destroy everything on it, 
making completing the whole 
game a formidable task. And for 
those who manage it, Vivid 
Image have already started 
planning the sequel! 



PRESENTATION 86% 

Two loads, contimue on second sec- 
tion when all lives lost, high score 
table, music or FX option. 

GRAPHICS 91 % 

Good use of colour, great attention to j 
detail, plenty of variety, and brilliantly 
animated main sprites. 

SOUND 85% 

Good Wally Beben music can be 
swapped for nice spot FX. 

HOOK ABILITY 90% 

Very easy to have fun simply bashing 

things up . . . 

LA STABILITY 89% 

... but with such a huge variety of 
baddies and some simple puzzles 
there's plenty to keep you occupied 
for quite some time. 




you don 1 1 get the orbs in time, 
they disintegrate, building up 
The Master's power (a bar at the 
top, centre of the screen): if this 
reaches full, whenever a baddie 
dies it leaves an energy-sapping 
skull. Besides orbs, energy can 
be restored by powerpoints 
scattered through the complex. 
They make the holograms glow 
when they plug in, but watch out 
- too much and they blow up! 

The Hammerfist team begins 
its quest in an undersea city, a 
single load on the Amiga, split 
into two on the C64 with the lat- 
ter including the entertainment, 
or Pleasure Dome sector. This 
half of the game ends when the 
team beats a massive sea 
monster. 

The second half begins with 
the team entering caves, 



A Two human guards approach 
Hammerfist. (C64) 



One thing that Hammerfist has going for it right from the start is a 
superb attention to detail, and it's not all graphical either. The game 
is simply alive with activity with masses of variety in the foes. And as 
each screen contains its own particular problems, together they make 
for one busy game. 

Amiga owners are in for a treat with the sparkling graphics, back- 
ground effects, and a total of four moody Wally Beben tunes. The 
level of detail in each character (be it friend or foe) is pretty amazing 
with no limit on the colour. And on top of the graphics there's the solid 
blasting action (or should that be piston-pumping action?). Ultimately 
a little unsophisticated perhaps but you've got to persevere with this 
one if only to see the superb visuals. 




OVERALL 

90% 



A brilliantly executed arcade-adv- 
enture, packed with graphical vari- 
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PRESENTATION 90% 

Nice attract mode and choice of FX 
and four tunes. 

GRAPHICS 94% 

Static shots do them no justice at all; 
you have to see the superb animation 
to appreciate them. 

SOUND 92% 

Four very good tunes and powerful 
sound effects. 
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HOOKABILITY 90% 

The bash-'em-up action is 
immediately addictive . . . 



\ 





Robin may well have gone overboard about the Amiga version but the 
64 version is the better for gameplay and all round value, Platform 
action is a little simple for 1 6-bitters; the graphics and general presen- 
tation of the Amiga version do a great job of masking the 8-bit gamep- 
lay (in a way Ghostbusters 2 never did). Hammerfist is much more at 
home on the 64, with high levels of detail, shading, and everything 
that the Amiga version has when it comes to gameplay and challenge. 
The main sprites are well constructed with Metalisis boasting a well 
animated flip and attack moves. The emphasis on all out beat-'em-up 
action makes for a light game with an underlying strategy in complet- 
ing each screen and series of screens. 



LAST ABILITY 88% 

... but after a few screens further 
progress requires some tactical 
thinking and pure arcade skill. 
Could've had more screens than the 
C64 for C25 though. 
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C and VG Feb 1 990 94% 

Pipe Mania is "a classic puzzle arcade game that is so addictive, it should come with a 2c renin; 
Pipe Mania is a game of great ingenuity, simple in concept and friendishly challenging !o piay. 

You'll need to act instinctively, but think strategically! 

One wrong move, one brief hesitation or mis-placed pipe section, and you'll drown in a sea of 

"Pipe Mania is a conceptually simple and cheeky 
game which is incredibly addictive" 

C$|rinodore User Screenstar 

"Terrifically addictive... outlasts any arcade conversion" 



slime! 




Zero March 1990 92% 

"Buy this game and you may never sleep again" 

The Games Machine Star Player Award 83% 

"A puzzle game of great ingenuity and addictivity , 
, > Pipe Mania is simple in concept, fiendishly 
challenging in play, and attractive to look at" 

Zzap Sizzler 

"Absolutely guaranteed to drive you round the 
bend" : 

Amiga Computing Excellence Award 95% 

"A game with a game play that shines" 

Game Players Award USA 

"Best PC strategy game of 1989" 



AVAILABLE FOR 



Commodore Amiga 
IBM PC and Compatibles 
Atari ST 

Commodore 64 Cassette 
Commodore 64 Disk 

Spectrum Cassette 
toecfrum Disk 
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•Amstrad CPC Cassette 
Amstrad CPC Disk 
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Domark/Broderbund, Amiga £19.99 



turn bright red with popping 
eyeballs when they're angry. 
What's more they're incredibly 
possessive little varmints, so 
when Flight 396 goes down over 
the planet we know we've got 
trouble. The only survivor of the 
crash is a human child. 

As the incredibly famous Typ- 
hoon Thompson you're dropped 
on Aguar in your Jet-Sled. After 
visiting the Spirit Guardians 
(who give you an extra life and 
three extra Jet-Sleds) you set 
off to find the first of four magi- 
cal artifacts which need to be 
collected before you can rescue 
the infant. Each artifact is lov- 
ingly stored in a Treasury Dome 
located at the centre of an island 
village. To get the object you 
must f irst kidnap all the sprites 

in the village. 

To lure a Sprite out, you 
merely need to blast its home 
(there are six per village) with 
your laser cannon. The enraged 
Sprite will then leap into its Flyer 
and come zooming after you. 
Flyers range from Bumpers 




ea sprites are the cutest 
things in the known uni- 
verse. Living on groups of 



tiny islands on the planet Aguar, 
they're yellow furry things which 

can swim like dolphins - and 




I'll get the bad news out of the way first and say that 
Typhoon Thompson is a little easy to get through but 
then some people find it tough (Plug of the Month: see 
my tips on it in this very issue!). On the positive side it's 
f ' such a rewarding and utterly charming game to play 
with a fabulous ending that this 'fault' can be forgiven. As expected, 
programmer Dan Gorlin's eye for superlative character detail is 
shown off to the full with this fun game. The animation of the Treasurer 
Sprite getting angry never fails to draw a smile whenever I see it. If 
anything, the tune is a little slow paced but works well in its own 
simple way - the stereo effect is great throagh a Hi-Fi. I hope this is 
just the first of a series of 'Typhoon ' games. 




Typhoon features 
the kind of cute- 
ness that usually 
has me reaching for 
the sick bag, but 
it's all so incredibly well done 
leven I was taken aback. The 
quality of the animation on the 
tiny sprites matches anything 
seen in Space Ace, minus the 
tedious disk accessing, plus a 
superb game. Zooming around 
in the Jet-Sled and blasting the 
cutesy Sprite critters is great fun, 
while the various types of Flyers 
all present their own challenge. 



(which merely push you around) 
to Suckers (which love eating 
Jet-Sleds) and Zappers (which 
blast both Sled and you to 
atoms!). Shoot a Flyer and a 
dazed Sprite will fall into the 
ocean, utterly helpless for a 
short while so you can scoop it 
up into your sack. Take too long 
though, and it'll start swimming 

back home. 

On higher levels there are up 
to three Sprites in each island 
home, and if you let just one get 
home three are restored to that 
island! Fortunately on the more 
advanced missions you're given 
additional weapons, such as 
Freeze and Scatter Bombs. 

Once you've collected all the 
Sprites you must go to the 
Treasure Dome in the hope of 
swapping them for the 
artifact. 




I 



PRESENTATION 96% 



Entertaining intro. good demo, and 
■ excellent inter-level sequences. 

GRAPHICS 95% 

Beautiful animation, superlative seas- 
capes and Sprites. 

SOUND 80% 

Okay title tune and some excellent 

spot FX. 

HOOKABILITY 91% 

Takes a short while to get into, but 
1 soon becomes incredibly addictive 
, and really enjoyable. 

LA ST ABILITY 83% 

Five islands don't provide an 
immense challenge, but superb 
characters and gameplay keep you 

corning back. 



J 



OVERALL 



°/c 



A classic arcade game wrth some 
groat humour. 
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LOADING INSTRUCTIONS 

SPECTRUM. 

48K: Rewind the tape to the beginning of Side A. Type LOAD"" i 
press ENTER. The game should load automatically. Please foil 
all on screen prompts. 

128K: Rewind the tape to the beginning of Side B. Select 
LOADER option from the menu. The game should U 
automatically. Please follow all on screen prompts. 

AMSTRAD CPC. 

CPC 464: Rewind the tape to the beginning of either side. H 
down CTRL and tap the small ENTER key. The game should It 
automatically. Please follow all on screen prompts. 

CPC 664 or 61 28: Rewind the tape to the beginning of either si 
Type I (Shifted© TAPE (ENTER), then type RUN" (ENTER). Thege 
should load automatically. Please follow all on screen oromoi 

COMMODORE C64/128. 

C64: Rewind the tape to the beginning of either side. Hold do 
SHIFT and tap the small PUN/STOP key. The game should I* 
automatically. Please follow all on screen prompts. 

C128: Rewind the tape to the beginning of either side. Ensure 
machine is in 64K mode. Hold down SHIFT and tap the sn 
RUN/STOP key. The game should load automatically. Please foil 
all on screen prompts. 

THE GAME 

In each district of the city you must wipe out your daily quota of gi 
members. Once these henchmen have been eliminated you m 
tackle the head dealer before going on to the next moredangerc 
area. 

To operate your Uzi machine pistol use the directional control; 
move the cross-hair and press the fire key to activate the trigj 

Your energy will be depleted if you are shot, or if innocent civili. 
get caught in the crossfire. 

Extra ammunition, first aid, and body armour may be liberated fr 
the gang members you elimiate. 

CONTROLS 

Spectrum and Amstrad users may use a joystick or redefined ke 
C64 owners must use a joystick connected in port 2. 




Ubi Soft, C64 £9.99 cassette, £14.99 disk 



At last, C64 owners can 
abuse their rackets in the 
privacy of their own home 
(the Amiga game scored a 
worthy 88% in Issue 55). You can 
practise your strokes either 
against the computer (choose 



from three skill levels) or a friend 
on the 3-D court viewed from the 
usual TV angle. 

A novel technique is used to 
serve: as the player throws the 
ball up, a small cross appears on 
the court - this must be guided 



▼ This C Elkins looks like the next Becker, absolutely demolishing 
Shane. 




into the relevant service box. To 
return the ball you must position 
your player and accurately time 
your swing. 

To help you master this tricky 
technique, there are a variety of 
practice options. The training 
machine can throw balls at you 
in six different patterns, and 
there's another option to prac- 
tise serving. 

When you're ready, you can 
take on computer players of 
various ability in the four major 
international tennis tourna- 
ments: Wimbledon and the 
Australian, French, and US 
Opens. Even if you don't win a 
tournament, the more matches 
you win the higher your ranking 
(starting at 64th) will get. As get- 
ting to No.1 is likely to take a 
long time, the game includes a 
useful save facility. 




Another silly sport if 
you ask me: knock- 
ing balls over a net 
with a piece of 
wood with string 
tied across it. But if you've got a 
fetish for that sort of thing, Pro 
Tennis Tour is your pot of 
yoghurt. Originally called Great 
Courts (a strange translation 
from the French), Ubi Soft's ten- 
nis sim is just as good as it was 
on the Amiga with almost identi- 
cal fast-paced action. The only 
things missing are the strawber- 
ries and cream, but who needs 
them when you've got an eco- 
nomy bottle of Big Dom? 



This is a really good 
conversion (by 
British program- 
mers ESP), retain- 
ing the Amiga 
game's simple payability and 
(featuring some very good, large 
player sprites. The game plays 
almost identically to the original 
with a high speed of play that 
makes hitting the ball a difficult 
task at first. One slight 
annoyance is that the player 
sometimes performs a back- 
hand shot when you want a 
forehand (and vice versa), but 
this is a minor niggle. With the 
short-term payability of the two- 
player game plus the long-term 
interest provided by world tour- 
naments, Pro Tennis Tour must 
be the top-seeded tennis sim. 
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PRESENTATION 87% 

A good range of practice and play 
options. Useful save game facility. 

" GRAPHICS 80% 

The large sprites are very well ani- 
mated. 

SOUND 76% 

Okay title tune, sparse but informative 

in-game FX. 

HOOKABILITY 83% 

Difficult to master at first but very 
playable in two-player mode. 

INSTABILITY 81 % 

A variety of tough computer oppo- 
nents should keep you playing. 



s 





rom humble beginnings 
basketball has developed 
into a modern sport with 
highly paid professionals play- 
ing in America's NBA Cham- 
pionship. Cinemaware, how- 
ever, have their own league: the 
CWBA, with 28 teams (any of 
which can be human or com- 
puter controlled) competing in 
four divisions. Teams may be 
edited to change players' 
abilities and names. 

In exhibition (friendly) 
matches, up to four players can 
compete (using a special joys- 
tick adaptor available from 
Microdeal), either on the same 
side or two against two. There 
are also options for the number 
of players in a team (2-5) and the 
length of the quarters (3-12 
minutes - realtime). 

All games start with the 'tip 
off'. Two players stand either 
side of the ref as he throws up 
the ball, and jump up in an 
attempt to knock it towards 
another player on their side. 

The substitution screen then 
appears, allowing you to replace 
tired players with fresh men off 
the bench (substitution is unli- 
mited) as well as changing their 
positions and choosing which 
opposing players they mark. 

T If the attacking side stays in the 
'key' (the dark yellow zone) for 

more than 3 seconds possession 
passes to the other side. Also, 
player 34's number's turned red 
so he's risky to pass to. 



This screen can be called up 
during play by taking a time out. 

There are two ways of playing 
for your chosen team: you can 
either switch between the 
players at will, or play the role of 
just one chosen player. 

The player in possession drib- 




bles automatically. Passing is 
achieved by pressing fire; the 
ball is aimed towards the 
nearest player in the relevant 
direction. To aid passing, the 
most open player is indicated by 
a circle, the colour of which indi- 
cates the risk of the ball being 
stolen by the opposition. 

Hold down the fire button and 
the player jumps up, shooting at 
the basket when fire is released 
- shoot at the top of the jump for 
the optimum chance of scoring. 
Shots can be blocked by jump- 
ing opposing players. But with 
both offence and defence, care 
must be taken not to make 
illegal contact with an oppo- 
nent. As well as giving away free 
throws, the offending player 
could be eliminated from the 
game if he commits too many 
fouls. 



pm_:l 



I was slightly doubtful whether the end-to-end sport -pf 
basketball would suit Cinemaware's more strategic 
sports sim style. But although the action is somewhat 
slow paced, this is a very faithful conversion of the sport. 
The short game is fun, but it's only in full-length matches 
that the strong strategic aspects of marking and substitution truly 
come into effect. The prospect of playing at least 24 league games 
may seem daunting but, with detailed player statistics and a variety 
of computer teams (with different styles of play), there's tremendous 
long-term interest for any serious sports sim addict. 



Mr Whang has the ball and while he runs across the mid-court you 
can decide which player to concentrate marking on or, if 
attacking, which player>to try and get free. 
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Direct control of players is 
only possible at the two ends of 
the court. When players are 
crossing mid-court the playcal- 
ling screen appears, allowing 
the offensive team to select a 
player to try to get open in the 
subsequent attack. Simultane- 
ously, the defensive team can 
choose an opposing player to 
guard more closely. 




Cinemaware's 
presentation is as 
ever excellent with 
good pre/post- 
match sequences 
and disk access occurring only 
for half-time statistics. In-game 
graphics are attractive, but the 
characters are big and it's hard 
to judge their exact position in 
relation to other players - this is 
irritating as the slightest defen- 
sive error soon results in a goal. 
This leaves tactics, which are vit- 
ally important - changing who 
marks who can have a critical 
effect on the game. In full-length 
games fatigue and substitutions 
add extra depth, but it's a long 
time to be playing. What's more 
all League matches have to be 
the full length - which could 
deter the less committed player. 

Fans of basketball, and the TV 
Sports style will undoubtedly 
welcome this release, but the 
lack of broad appeal makes it a 
bit pricey for beings less wealthy 
than myself. 




A 64 version is planned. 



update 



PRESENTATION 90% 

Slick 'network broadcast* presenta- 
tion, minimal disk accessing. Detailed 
player/team stats. 

GRAPHICS 86% 

Detailed players of different heights, 
but it's sometimes difficult to judge 
their exact position. 

SOUND 78% 

Okay tune, fairly sparse spot effects. 
Extra FX on 1 Mb machines. I 

HOOK ABILITY 82% 

The more strategic gameplay takes a 
while to appreciate. 

LAST ABILITY 88% 

A massive challenge which fans will 
love but others might find a bit daunt- 
ing. 
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fterthe defeat of so many 
demons by superfast nin- 
jas, you'd think they'd 
their lesson and reform. I 
mean think of the cash a demon 
could make using his hordes of 
minions to do repetitive tasks, 
like building TVs, hifis, and even 
Nintendos! 

But no, the Last Warlock isn't 
interested in your cash, he 
wants your soul and his evil 
reign is terrorising another 
obscure Japanese province. 
The only one who can save the 
disaster-prone Japanese 
people this time is Tsukikage, 
the spirit of the white wolf. He 
has taken the form of a ninja and 
embarks on a dramatic quest 
through six lands, slaying zill- 
ions of minions and plenty of 
huge super-monsters such as a 
Flying Kiteman, giant 
swordman, and massive evil 
buddha. 

The legendary adventure 
begins in a decaying temple, 
with evil ninjas crouching on 
platforms above the ground and 
hurling bottles of poison gas. 
There's also plenty of sword- 
wielding friends to rush Tsukik- 
age. Besides the inevitable, 
razor-sharp samurai sword our 
hero is armed with ninja death- 
stars (or shuriken), dynamite, 
and lassoon blades - swirling 
blades on a chain which can be 
thrown to deadly effect. Tsk - as 




■ 






This is one fast and furious game with enemies zooming onto the 
screen from all angles - I haven't had so much thrown at me since I 
was booed off stage at the school nativity play! And it isn't just their 
huge quantity that makes the nasties dangerous. They behave very 
intelligently, homing in on you and accurately firing bullets and swing- 
ing their swords. Indeed, when I played an early version of Ninja 
Spirits I thought it was too tough, so thankfully the finished version is 
slightly tamer, and a lot more playable as a result. That's not to say 
it's easy, however, as at times it's hard to think quickly enough with 
so many enemies attacking from all sides. 

Graphically the game is a bit of a mixed bag. The scenery's a bit 
basic in places but the enemy sprites, although small, more than 
make up for this with superb animation as they leap about, swinging 
their swords realistically. And their speed is amazing considering 
there's always so much happening on screen. 

I know the subject matter's a bit jaded but, all in all, I rate this the 
most playable ninja game to date. Another top-notch conversion by 
the inimitable Chris Butler. 
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A Leaping up the vertical cliff face and under heavy attack. 



he's known to his friends - can 
also make use of crystals drop- 
ped by dying ninjas to get ninja 
spirits (which copy his every let- 
hal move), triple the number of 
death stars thrown, envelope 
the sword in a lethal energy field, 



T Fighting through level one's superb ruined temple! 
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A The final level and you're at the top of the screen, trapped between 
a leaping ninja and a stick-swirling flying old man. The pretty blue 
fireworks are lethal too! 





Apparently Chris Butler took on 
Powerdrift purely because he 
wanted to get his hands on this 
Irem coin-op, which is very much 
in the style of his superb Ghosts 
W Goblins conversion. Techni- 
cally this is quite impressive, with 
an amazing amount of ninjas and 
death stars bouncing around the 
screen. The way the game 
switches from horizontal to verti- 
cal scrolling is pretty slick as 
well. The graphics are a bit of 
| hotch potch: the sprites are great 
but level two is very disappoint- 
ing for its sparse backgrounds. 
I Level three compensates 
though, with some superbly 
shaded trees and baddies. 

To some extent I think Chris 
was handicapped by the original 
coin-op, which isn't in the same 
league as Ghouls 'N' Ghosts, but 
his formidable talents have not 
only produced a great conver- 
sion, but a really good C64 
game. Some people, myself 
included, might find the 
extremely hectic pace and tough 
difficulty level initially a bit off- 
putting, it doesn't just let up! This 
is the hardest game I've played 
this issue, and while this might 
seem unfair it's a part of it that 
forces you to learn those pat- 
terns. Persistence reveals some 
fine gameplay, the multiple nin- 
jas work well and if you want a 
real arcade test this fits the bill. 



V 




and more besides. 

All these, and plenty of skill 
will be needed on later levels, 
which include a haunted forest, 
spirit-infested marshes, a mas- 
sive warehouse with a trapdoor 
which takes you underground, a 
vertical cliff face with ninjas 
lurking in every nook and 
cranny, as well as caves where 
ancient old men with twirling 
sticks leap into the air to make 
hair-raising attacks. 
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Why everyone has to make games about short little oriental guys with 
shiny swords rather than massive, death-dealing alien dictators such 
as myself is a bit odd - and usually boring with so many crowding the 
shelves. But Ninja Spirit \s different. The original Irem coin-op showed 
some welcome imagination in equipping Tsk with a fair few weapons, 
allowing you to slice-'n'-dice your opponents in a pleasingly varied 
number of ways. There's also plenty of different backgrounds, from 
the ruined temple - with its superbly detailed statues - to the spooky 
forest and demanding vertical cliff face. After the incredible tedium of 
ninjas stomping around New York City - where in reality they'd never 
last more than a minute against the machine-gun wielding gangs and 
police - it's a welcome change to find them in their proper place, the 
beautiful landscapes of Japan's mythical past. This all combines to 
provide a great atmosphere. 

The actual gameplay isn't as varied as Ghouls W Ghosts, but the 
variety of weapons, various vertically-scrolling sections and plenty of 
different enemies provide much more than the average ninja slash- 
'em-up. What's more Chris 'Powerdrift' Butler has worked wonders 
in converting the game. The imagination in the backgrounds has, on 
the whole, been very well replicated but it's the sprites which really 
shine. The way enemy ninja run on, draw their swords then try and lop 
off your head is great fun. Ninjas armed with rifles crouch, take aim 
then fire. They may be small, but the enemy sprites constantly impre- 
ssed me with their excellent animation. In my firm opinion, although 
the Welshmen would disagree, the graphics are much better than 
Ghouls due to their surprising realism. 

There's no hiding the fact Ninja Spirit is tough, and not brilliantly 
original, but its plenty of fun executed with great panache. Heartily 
recommended. 



I 




PRESENTATION 83% 

Four loads, but continue plays help 
compensate for toughness- 

GRAPHICS 90% 

Some intricately detailed back- 
grounds and - most especially - bril- 
liantly animated sprites create a first- 
rate atmosphere. End-of-level 
monsters and vertically-scrolling sec- 
tions are great too. 

SOUND 83% 

Pleasant tune and good FX. 

HOOK ABILITY 91% 

Two levels in the first load, relatively 
easy beginning makes it instantly 
addictive . . . 

LASTABILITY 90% 

Some fearsome later levels rival 
Ghouls VST Ghosts for toughness! 



OVERALL 

90% 



A tough, but very addictive slash- 




Terr 




Palace/Silmaril, Amiga £24.95 




Id age is bad enough with 
rickety joints, wrinkly 
skin, and not being able 
to hear the TV properly, but the 
Red Indians had a sure way of 
making it worse. According to 
Silmaril they used to take their 
old folk out into enemy territory, 
tie them to a stake, and leave 
them so they could die the 
'death of a warrior'! Makes your 
average, gestapo-run OAP 
home seem quite charming, 
doesn't it? 

You discover this strange 
custom when trapping beavers 
in 1880 USA. Stumbling across a 
group of Indians you shoot them 
all, except for an old man who 
promises to give you a treasure 
map if you give him a proper 
ritual death. You oblige and start 
the game searching for a lost 
gold mine in a flickscreen 
arcade adventure of 100-plus 
screens. 

Besides moving left/right and 
into the screen, you can also 
swap between having bare 
hands or holding weapons such 
as a musket, axe, and knife. You 



can also use, or if appropriate 
read, any special objects you 
might find via the function keys. 
In addition, if you find Mac Big- 
gie the storekeeper you can bar- 
ter anything you might find for 
the various items he has. You 
cannot save at will, but only at 
special locations. 
Besides the core beat-'em- 



up, arcade-adventuring action 
there's an impressive canoeing 
section. To get to various loca- 
tions you can jump in the canoe 
to zoom down the Mississippi 
river. But watch out for logs, 
rocks, and boulder-throwing 
and canoeing Injuns who'll try 
and stop you reaching dry land. 



T The canoeing scene: an Indian's just thrown a boulder at you. 




Useful equipment can be bought from Mac Biggie's travelling store 





Takes me back this 
one, what with all 
those flickscreen 
rooms, beat-'em- 
up action and 
working out which object to use 
where. It's an arcade-adventure 
in the classic format, with the 
addition of a top-notch canoeing 
section, 1 6-bit graphics, and 
sporadic sampled spot FX. Joys- 
tick response is a tiny bit slow, 
but once you begin exploring 
you soon remember what made 
all those aardvarks (as we used 
to call them) so popular. Fun to 
play with plenty to do and see, 
this is well worth a look. 



Despite having a 
rather over-familiar 
game style, Col- 
orado is very well 
executed. The 
graphical detail is a source of 
constant surprise - the way you 
reload your musket, the bird-like 
souls of killed Indians, and such 
baddies as the bear are all very 
impressive. This certainly contri- 
butes to the urge to explore, 
while combat is really quite good 
and the canoeing section works 
much better than Chase HQ's 3- 
D effect. 




No plans for a 64 version. 



update 



PRESENTATION 78% 

Good save/load option using game 
disk. Fairly frequent in-game disk 
accessing a tiny bit irritating. 

GRAPHICS 80% 

Lots of variety and detail, with a very 
good canoeing section. 

SOUND 71% 

Mediocre intro tunes, in-game sound 
restricted to okay sampled spot FX. 

HOOKABILITY 74% 

The urge to explore is strong with 
quite a few different routes to take 
and baddies to kill. 

LAST ABILITY 81% 

Plenty of exploring to do, some good 
combat scenes, and an impressive 

canoe scene. 



OVERALL 

°/o 




A very enjoyable aardvark! 
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A A door knocker strikes back! 



DRAGON'S LAIR: 

ESCAPE FROM SINGE'S CASflC 



Empire, Amiga £44.95 

irk the Daring's last 
Amiga appearance saw 
him half way through his 
brave quest to rescue Princess 
Daphne. Nowthe second half of 
the Dragon's Lair coin-op has 
been coded and you can finish 





the task. The game begins with 
you deep in Singe's castle; the 
hideous dragon has hidden 
Daphne deep in the Castle's 
catacombs. Watching over her 
are a whole host of monsters, 
traps and - worst of all - the Evil 




ph;l 



Singe may only contain eleven 'scenes', but most of 
these include two or more screens and often repeat - as 
in the labyrinth - to create the impression of a substan- 
tial challenge. What's more, rooms can be mirrored 
(even if you don't choose the 'Flip' option), forcing you 
to reverse your actions. To begin with, graphics are almost irrelevant; 
you just watch the arrows. But once you get the hang of it you begin 
to appreciate the presentation more. The huge cartoon graphics 
really are superb with an atmospheric soundtrack to match. Overall, 
Singe is a definite improvement over the frustrating Space Ace, 
although juggling five disks is a bind and the £45 price tag is well over 

the top. 



Hi 



Was it really a mere two issues ago that Space Ace had 
me blowing a circuit over its irritating lack of payability? 
Singe is a massive leap forward, the 'helper' arrows 
making gameplay more a matter of timing than madden- 
ing hit-and-miss experimentation. This gives the game 
a much more flowing, satisfying feel. As for the graphics, they're as 
good as you'd expect: fast, imaginative and full of humour! Sound is 
the ideal accompaniment - plenty of great spot FX. This means 
there's no less than five disks, and on quite a few scenes death means 
a brief pause for reloading it, but this really is quite a good game. Still 
not worth £45 perhaps, but good fun and essential for owners of the 
original. 



♦ T 







Shapeshifter. 

While Escape is the prequel to 
Space Ace (58%, Issue 59), it's 
the most recent to be converted 
and has many advances over 
Ace. Due to the spectacular set- 
piece graphics the main charac- 
ter still has a limited number of 
actions per scene, eg 'jump left 
and fire' to be performed at just 
the right moments. There's only 
one way to do things - mistime 
your actions and you lose a life. 
But unlike Ace there's a 'Helper' 
option where arrows appear on 
screen showing you what 
moves to make (until you get 
near the end). These moves are 
not always the same and can 
change from game to game. 
There's also a 'Flipping' option, 
which improves lastability by 
forcing you to play most rooms 
twice, their order random with 
many shown mirrored. There 
are also three difficulty levels; 



T Slicing the Lizard King in half, a scene very like what happened to our very own editor! 




'easy 1 meaning there are less 
scenes to beat. Even more 
impressive, Dragon's Lair Part 1 
can be linked to its sequel so you 
can play the whole coin-op - 
complete with 'Helper 5 arrows 
on the first part, as well! 

If you don't have a 1Mb 
machine you lose sound, and 
can choose to drop birth/death 
sequences to save disk acces- 
sing. You can still save the game 
though. 




They're thinking about it! 



update 



PRESENTATION 90% 

Hard drive installation program, 
option to link in Lair Part 1, save 
option, and much more besides. 
Apart from inevitable disk swapping, 

excellent. 

GRAPHICS 92% 

Big. colourful: very fast, and slick. 
Lots of variety and imagination. 

SOUND 85% 

Hilarious spot FX, great arcade sam- 
ples. 

HOOK ABILITY 76% 

Instantly playable. 

LASTABILITY 56% 

Difficulty levels, option to double 
number of rooms, and Part 1 expan- 
sion offer some challenge, although a 

few days intensive play should see it 

beaten. 




71% 



Over-priced, but graphics and 
sonic s are great while gameplay is 

fun. 
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Anco, Amiga £19.95 

•Get paid less for doing two jobs - sounds familiar . . 



Being the manager of a 
football club is a stressful 
occupation - it's easy to 
get laryngitis screaming at doz- 
ing players. Some enraged bos- 
ses even make regular pitch 
invasions. You're one such 
boss, but unlike Cloughie, your 
place on the pitch is entirely 
legitimate. As player manager of 
a Third Division side you can 
inspire your team to victory by 
playing alongside them. Do well 
and you could gain promotion or 
even win the FA Cup; do badly 
and the club's board of directors 
will soon let you know! 

If you're starting your very first 
season, the computer takes a 
few minutes creating a unique 
game environment of teams and 
players which is saved onto a 



blank disk (also used for saved 
game positions). 

Management menus are 
accessed with the mouse and 
include: 

Squad: Gives full details of 
players, including their physical 
abilities (pace, agility, stamina 
etc) and skill attributes (passing, 
shooting, tackling, goalkeep- 
ing). Players can be sold by put- 
ting them on the transfer list (un- 
happy players may request a 
transfer). 

Transfer: Here you can buy 
players on other clubs' transfer 
lists. After selection of the 
desired position and price brac- 
ket, a suitable list of players is 
displayed. You can view full 
details of any player and attempt 
to buy him by haggling the price 



with his club. 

Club: Includes club records, 
finances, managerial assess- 
ment, and the season's com- 
plete fixture list. 
Tactics: Here you can create (and 
save) new team formations, 
using the tactics designer. A 
map of the pitch is divided into 
1 2 square sectors. You can 
determine the target position of 
each of your players for when 
the ball is in each of the sectors, 
as well as for goal kicks and cor- 
ners. A useful aid in evaluating 
your formation is the Ray Trace 
facility which shows how far 
your players have to run as the 
ball moves from sector to sec- 
tor. 

Coach: There are three types of 
training. Squad Training allows 



you to change the specified pos- 
ition (goalkeeper, defender, 
midfielder, forward) of a player 
by retraining him in a new one. 
Tactical Training allows you to 
modify one of the team's four 
formations or replace it with one 
previously designed with the 
Tactics option. Extra Training 
simply improves the squad's 
performance, but if overused 
can lead to low morale. 
Match Day: Time for the big 
match. After viewing the oppos- 
ition's squad, you can pick your 
team. As well as eleven starting 
players, two substitutes must 
also be selected along with your 
starting formation. 

The match itself is a slightly 
altered version of programmer 
Dino Dini's arcade footy game, 
Kick Off, with the action taking 
place on an overhead-view, 
scrolling pitch. If you're in the 
selected team, you get to play 
either in your chosen position or 
for the whole team, flicking from 
player to player as they get 
closest to the ball - this choice 
can only be made when you start 
a new game of Player Manager. 
Either of your two subs can be 
put on at any time and a change 
of tactics made simultaneously. 
If you're in a hurry, you can 



v 



T The excellent tactics designer screen; the yellow ray-tracing lines show how 

far the players have to run as the ball moves across the , 

pitch. ^ 





This really is an incredibly realis- 
tic simulation of every aspect of 
i football. Players behave just like 
their real life counterparts, 
becoming unhappy if they don't 
get to play for a while. Even 
players' private lives can inter- 
fere with their career: they can 
get killed in a car crash or be 
arrested on drugs charges! 
Another realistic aspect is the 
board of directors who'll stop 
you from buying a player if they 
think he's too expensive, and 
sack you if the team performs 
badly. As forthe match action it's 
an improvement on Kick Off with 
more intelligent computer 
players and fewer bugs! And the 
great news for Kick Off fans is 
that the soon-to-be-released 
Kick Off II will allow you to play 
two-player games with any of the 
sides and tactics created in 
Player Managed 






M idf i 



Defender 
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I'm overjoyed to say that Player Manager has been well worth the 
anxious months of waiting. The mixture of management and arcade 
games works very well indeed with the players visibly performing 
according to their abilities. All the management menus are very easy 
to use and neatly presented. Rather than just pick your team, there 
are great coaching and tactics options which can really pay dividends 
on the pitch. The transfer system is particularly impressive with plenty 
of players to choose from and a neat bidding system. The match 
action is an improvement on Kick Off with cleverer computer players 
making for a more skilful game - especially when you're playing in 
one position. And with the long term interest offered by league and 
cup competitions you'll never want to hang up your boots. 



sfer in the E100-250K price 

v * play an accelerated version of 
the match (with a static pitch 
and dots for players) or just get 
the final result. 

Being a player manager is an 
exciting job, but as your physical 
fitness wanes with age you may 
decide to hang up your boots 
and become a normal manager 
- complete with 'sick as a par- 
rot' facial expression and 
hoarse voice! 




V 1 * 
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Football has always seemed to 
me as yet more proof of the com- 
plete idiocy of Mankind - 90 
minutes of whacking a leather 
ball up and down a bit of pitch 
rivals cricket as the most tedious 
activity in the known universe. 
But Kick Off was different, offer- 
ing mind-blurring speed which 
tested arcade reflexes to the 
limit. A superb test of fast-action 
skill and a minimum of complex 
tactics. Now Dino Dini has 
miraculously taken the best 
arcade game of '89, improved it, 
and added one of the best foot- 
ball management games ever 
written. 

i The ability to spend hundreds 
of thousands on new players, 
sell off the OAPs (ie P. King), 
develop your own unique forma- 
tions, and control substitutions/ 
tactics during matches is great. 
The burden of keeping your 
finances in the black and spot- 
ting the right players to bring in 
and who to sack (via in-depth 
profiles) is very realistic. The core 
Kick Off game is sadly lacking 
the two-player mode, but com- 
pensates with a role-playing 
option where you control just 
one player - risking injury and 
'sending offs. Football fans will 
[find this an absolutely essential 
[purchase, but anyone else who 
appreciates a great arcade game 
and an in-depth strategy game 
should enjoy it just as much. 



PRESENTATION 90% 

Attractive, easy-to-use management 



menus. 

GRAPHICS 86% 

Initially unimpressive, but extremely 
fast, clear with some nice detail. 

SOUND 63% 

Uhm, good spot FX -kicking, whistle, 
crowd roar -but hardly amazing. 

HOOKABILITY 90% 

Clear menu system makes it all very 
easy to get into - and Kick Off is still 
instantly playable. 

INSTABILITY 94% 

Plenty of depth, fighting your way up 
from third division to first is a great 

challenge! 



OVERALL 




°/« 
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The amazing Kick Off is improved 
and combined with a brilliant man- 
agement game. 
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Getting into Infestation isn't at all 
easy at first. There are an initially 
daunting array of displays and 
options to use. But please don't 
be put off. Perserverance is 
rewarded by some of the most 
atmospheric gameplay ever 
devised, complemented by a 
huge variety of excellent solid 3- 
D graphics. Tension is 
heightened by the clever 'in-hel- 
met' view and some superb 
sound - especially the atmos- 
pheric breathing effect. There 
have been many games inspired 
by the 'Starship Troopers' bug- 
hunt tension of Aliens, including 
the superb C64 Project Firestart 
and UK Aliens. Apart from the 
dire Xenophobe, Infestation is 
the only Amiga game to cover 
this territory - and it's utterly 
excellent. 




TDeep in the scientific station you've found the infra-red and HUD gear. 
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A A guardian turns its radiation-spitting eyes on you; death will be 
quick unless you put your helmet back on. 



Danny Gallagher's previous 1 6-bit game was the attractively 
sented, but ultimately shallow and somewhat repetitive Voyagt 
Infestation was approached with a little suspicion, even thoug 
graphics are quite superb. The first problem is getting into the i 
II base, which is initially rather baffling. Close attention to the m 
provided some clues however and the logical Solution workec 

Hnro 1'ro in +Vi<i> hoco ovr»l/"\ratinn onH tar"tir>ol thinUnn 




frantic plea for help. Many have 
been murdered, some by the 
malfunctioning automatic 
defence systems, and eggs laid 
throughout the base . . . 

Kal Solar is the hero selected 
to 'sanitize' Xelos. He must find 
the 167 eggs one by one, poison- 
ing them with cyanide gas. Then 
the station's power source has 
to be found and rigged to self- 
destruct, leaving just enough 
time for Kal to escape to the sur- 
face. 

Kal's mission is shown in first- 
person perspective, with you 
peering through the visor of his 
spacesuit helmet. Fast and 
detailed solid 3-D graphics are 
used to show the planet's sur- 
face, radar stations, and trans- 
porters which take you down 
into the claustrophobic cor- 
ridors, rooms, and ventilation 
shafts of the colony. To help you 
there's plenty of Head-Up-Dis- 
plays projected on the visor: 
location/heading display, inven- 
tory, life support (heartbeat and 
food stores), and a scratch pad 
where you can make notes. 
There's an avionics HUD, for 
when you move about using 
your MMU jetpack, and an 
atmosphere analysis HUD - 
you've got limited oxygen, so it's 
best to take your helmet off 
when the air is breathable. 

There are two ways of moving 
about: in recon mode, holding 
down fire will allow you to look 
up/down and around while mov- 
ing. In tactical mode pressing 
fire shoots your laser gun. To 
pick up an object you simply 
walk over it. You can also open/ 



o 



shut doors, use items (such as 
computers), crouch, and even 
turn off the suit's power via the 
function keys. There's also an 
infra-red option - if you can find 
the device. 

Besides the many bugs which 
roam Xelo's surface and the 
eggs below, there's lethal ?~~*- 
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radiation-emitting guardians, 
and a mother alien 



▼ That alien egg is about to collapse now you've released some cyanide ga§. 
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prove to be vital. Mapping is essential, but thankfully there are termi- 
nals where you can call up the blueprints of the level you're on. Copy 
these down and all you need to do is to find out where the objects are 
- and how to use them. My favourite graphics so far are the awesome 
dropship and the shuttles parked in hangars inside the colony. But 
there's also plenty of thought gone into the gameplay. The way you 
need to remove your helmet to conserve oxygen, and even shut off 
the suit power is great. As is the panic when an alien appears, forcing 
you to arm up. Also good are the HUDs; they're not only attractively 
presented, but also very useful and realistic. 

The best Psygnosis game since Blood Money, giving mere humans 
a glimpse of what it's like to live in a hi-tech helmet! 




No plans for a C64 version. 



un- 



it's the atmosphere of Infestation 
that brings it to life with the sen- 
sations of fear, doubt, and desp- 
eration adding to the immensely 
high tension of the game. Until 
now I never thought I'd be scared 
by a computer game but Infesta- 
tion really did set me worrying 
(even with the lights on late at 
night, it's still pretty disturbing to 
play). Danny Gallagher has taken 
the suspense of the Alien movie, 
multiplied the bug-eyed beasts 
up to Aliens standard, and 
thrown in some excellent puz- 
zles to create one truly 'horrific' 
product. Wandering the cold, 
ominously silent corridors is very 
much in a Damocles vein but 
then Novagen's game doesn't 
go all out to scare the player 
rigid. The idea of exploring the 
vents is a brilliant touch (even if 
the vents are graphically very 
repetitive). 

Peeping round corners to look 
into rooms or opening doors to 
unexplored regions really gets 
the old nerves going and the 
sight of alien eggs undergoing 
transformation can really see 
you panic. Having been half 
frightened to death so far I'm not 
too sure I want to meet the 
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| An utterly compulsive bug-hunt ■ 



PRESENTATION 90% \ 

Attractive poster, great format disk/ [ 
save game option and good intro live I 
up to Psygnosis 's high standards. 

GRAPHICS 93% 

Superbly atmospheric solid 3-D, with i 
a great helmet and HUD graphics. ; 

SOUND 85% 

Weird, but good intro tune, excellent 
breathing effect which speeds up I 

when you're moving fast and nice [ 

spot FX. 

HOOKABILITY 93% 

A bit hard to get into - but that's part 
of the appeal, establishing atmos- , 

phere and realism win a nice problem 

to begin with. Excellent underground I 

atmosphere soon leads to compul- 

srve addiction. 

LAST ABILITY 95% 

167 eggs, plus alien queens, a power I 
source to rig for self-destruction and 
an escape to make mean this isn't 
going to be completed easily. But the 
incredible atmosphere will keep you j 
playing until you do. j 
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YOUR FIRST CHOICE FOR AMIGA 




AMIGA POWERPLAY PACKS 

At Harwoods we've yet again improved our Great Value 
Amiga Offers with the launch of our 
LATEST & GREATEST EVER POWERPLAY PACKS with 
EVEN MORE SOFTWARE, pU- our brand new PACK 5! 

Just look at the 1 1 NEW SIZZLING SOFTWARE TITLES 
we're giving away ABSOLUTELY FREE in our new 
games packs. Remember, though, you can only get 
all this when you buy your Amiga from Harwoods. 

ALL OUR PACKS CONTAIN AMIGAS WITH THE FOLLOWING 

STANDARD FEATURES:- 




□ 
□ 
□ 
□ 
□ 



51 2K RAM 
1Mb Disk Drive 
4096 Colours 
Multi-Tasking 
Built-in Speech 
Synthesis 



□ Mouse 

□ 3 Operation Manuals 

□ Workbench 1.3 
System Disks 

□ Ktckstart 1.3 Built-in 

□ All Connecting Cables 



ALL OUR PRICES INCLUDE VAT 
AND STANDARD DELIVERY SERVICE 



DEALIN' DIEGO YOUR AMIGA AMIGO 
ALWAYS SH00TIN' OUT THE BEST DEALS! 




DIEGO'S EXTRA 
SPECIAL DEAL! 

Genuine A501 
Ram Pack... 
Strictly Limited 
Offer to First 
200 Customers! 



■ 



£99 



95 




HARWOODS ALL NEW 
COMPLETE STUDENTS PACK 




Amiga A500 



Amiga logo 



Publishers Choke (01?- Deluxe Paint II 
Includes Kindwords V.2} Microswrtched Joystick 



Master I/Face 



10-Biank 3.5" Disks 



Ps MidiRec.Siudlc Disk Wallet 



BBC Basic Emulator 



Mouse Mat 



Maxiplan 500 S/sbeet 1Yr Subscription to AUI 
Superbase Personal D/Base TV Modulator 




PLUS 14 GREAT 
GAMES TOO!!! 

(See Pwk 1 [-] for 
details of titles) 



A r~ crJI n 
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THE COMPLETE PACK FOR THE GAMES 
ENTHUSIAST AVAILABLE RIGHT NOW! 



Oar ALL NEW Amigi 
minute software and 

Amiga A500 Computer 

* Batman the Movie 

* New Zealand Story 

* R 8 Interceptor 
:rs Commando 



i Powerplay Pack 1 now includes some great up to the 
extras, just look at the savings you're going to make!!! 

* Tetris Microswrtched Joystick 

* Phobia Tailored Amiga Dust Cover 
Voyager Tutorial Disk 
Archipelagos TV Modulator - ^8#& 
??? Mystery ??? Mouse Mat 



* Running Man 

* Nebuius 
^Menace 

«• Chessmaster 2000 
I Trivial Pursuit 



PACK 



SEE WHAT WE MEAN 
ABOUT COMPLETE! 

You won't need to buy any more 
games for ages and you'll be able 
to start using your Amiga the 
moment it's unboxed! 



OR SPREAD THE COST WITH 
OUR FINANCE FACILITIES 




HH 



Containing the Super Power| 
Pack 1, AND a Philips Stereo 
CM 8833 Monitor PLUS a Free 



Tailored Monitor Dust Cover.. 



y 






NEW AMIGA AND COLOUR PRINTER PACK 

Take our Powerplay Pack 2 and add Star's fantastic 
LC10 COLOUR PRINTER, to give you the ultimate 
colour home entertainment computer system!!! 

Or, if you prefer on afternative 
printer frwn wthtn our range, 
Wk k ru *» lust deduct £209.95 and add the g 
PACK $ price of the printer you require. J 

(Any printer can be chosen) 1 





PACK 4 



NEW POWCRPRO PACK 4 CONSISTS OF... 

Amiga ASM, Star LCI 0 Colour Printer 
Philips CM 8833 Stereo Colour Monitor 
"Pretext" Veraoii 4.2 Word Processor 
"Superbose if Database 
"Maxiplan 500" Spreadsheet 
Ten 3.5" Blank Disks & Library Case 
Computer, Monitor & Printer 
Tailored Dust Covers 
Mouse Mot 



AtQrMf,.... 

£849 
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Gordon Harwood Computers are licensed credit brokers and 
facilities to pay using our Budget Account Scheme 
are offered on most items. APR 36.8% (Variable) 
1 2-36 Month credit sale terms are available to most adults, 
simply phone or write and we will send written details along 
with an application form. 



Credit terms with or without a deposit, 
can be tailored to suit your needs. 
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MADE EASY - COMPARE OUR SERVICE 



ORDER BY PHONE: Phone our 24Hr Order Hotline using your 

Access, Visa or Lombard Charge Cards quoting number & expiry dole. 

ORDER BY POST: Moke cheques, bankers burtding sodety drafts 

or postal orders payaUe to GORDON HARWOOD COMPUTERS. 

(NB. Pers^d or business cheques require 7 4iys clearance from date 

of receipt before goods con be despatched) 

Please send Name, Address, end Daytime Telephone Number along 

with your order requirements. 

FREE POSTAL DELIVERY: Goods in UK Mainland (5-7 day delivery). 
OR COURIER S£RVICt.Add £5 per major item for next working day 
delivery, UK Mainland. (Orders normolly despatched on doy of receipt 
of payment or cheque clearance}. 



if you wish to pay by Credit Giro Transfer at your own bank this can be arranged, 
simply phone us for details (Normally takes 3-5 working doys). 



■ 



Remember after you've purdtased from Harwoods we'll still be here— 

12 MOHTO WMRANTT: If goods prove to be faulty within 30 days of 
purdiose they will be reptaced vnth o NEW UNIT. Forthe remainder of the 
guarantee period, all warranty repairs will be made FREE OF CHARGE! 

COLLECTION FACILITY: Any faulty computer or monitor can be collected 
from your home FREE Of CHARGE during guarantee period (UK Mainland only) 

FULL TESTING PROCEDURE: All computers ore tested prior to despatch, 
and all Hems are supplied with mains plug and leads os required. 



'DIEGO' 
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MONITORS 

PHILIPS CM 8833 STEREO 

■ 

Full 1 4" Stereo High Resolution Colour Monitor 

□ SCART Euro-connector fitted as standard 
RGB/AI, TTL, Comp. Video & stereo audio inputs 
Can also be used as a TV with tuner or VCR 
Features fold down tilt-stand □ Twin Speakers 
FREE lead for computer of your choice 
ONLY FROM HARWOODS...! 2 Month replacement 
warranty for major faults 

COMMODORE 1084 S 

Full 14" Stereo High Resolution Colour Monitor 

J RGB/AI, TTL Composite 
Video & Audio Inputs 



□ 
□ 
□ 
□ 
□ 



£249 



□ Can also be used as a TV 
with a tuner or VCR 

J Features fold down tilt stand 
J Twin Speakers 

□ Supplied with cables for 
A500, CGA PC, CI 6-64-1 28 



£259 



GRAPHICS 

HARDWARE 



DIGIVIEW GOLD 4.0 



NEW VERSION 4.0 
enhanced software 



DigitHes slofk images in RIU COLOUR and 
a8 resolutions supported (memory permitting}. 
Creates iff and HAM hies Uses B&W or colour 
with 8&W mode video 

VIDEO TO RGB SPUTTER 

Takes standard video signal, separates red 
green and blue. Enables stondard video recorder 
or colour camera lo digitise in colour with 
Oiaiview Gold (requires dear picture pause 
with recorder) £109.95 

RENDALE GENLOCKS 
8802 SEMI PROFESSIOHAl £189.95 



NEW LOW PRICE 



SUPER PIC 

Real time frame grabber and Genlock. 
Instant colour frame grabber Irom moving 
video. Capture superb digitised video images 
in a range of resolutions from standard 
composite video source such as domestic 
video recorder or video camera in 50th 
of a second. Includes Genlock lo overlay 
Amiga graphics onto moving video. 

Super Price £539.95 

COLOUR PIC 

Same as the SUPER PIC programme 
but without the Genlock 



Great Value 



.£439.95 



M1NIGEN GENLOCK 

Entry level Genlock for mixing moving video 
picture wilh computer arapnks. Ideal for 
titling, no monitor refuted. £] ] 335 

HITACHI VIDEO CAMERA 



STORAGE 
DEVICES 

HARD DRIVES 



COMMODORE A590 20Mb HARD DISK DRIVE 
FOR AMIGA A500, WITH FREE 0.5 Mb MEMORY 

Commodore's own hard drive for the A500 

1 Autoboot with Kickstart 1 .3 

□ Sockets for up to 2Mb RAM expansion 

□ Can be expanded in 5 12K blocks 

□ DMA access 

J ExternolSCSI port 

□ SUPPLIED WITH FREE 0.5Mb MEMORY EXPANSION 
(As detailed below "Hard Disk Upgrade") 

SUPER LOW PRICE ONLY...£399.00 

A590 HARD DISK WITH 2Mb MEMORY 

□ Expansion fitted and Ready To Go! 

GREAT OFFER AT ONLY...£549.00 

A590 HARD DISK 51 2K UPGRADE 

□ Onboard, fit up to 4, in stages, giving 2Mb total 
J Up to 3Mb when fitted with A501 

GREAT OFFER AT ONLY...£59.95 

40Mb VORTEX HARD DRIVE FOR BOTH 

AMIGA A500 AND AMIGA A1000 

□ For both A500 and A 1000 os supplied 

□ Autoboots on ANY Amiga 

GREAT VALUE AT ONLY...£499.00 

FLOPPY DRIVES 



EXTERNAL FLOPPY DISK DRIVES 

The drives listed below have the following features... 

□ Enable/Disable switch 

□ Throughport 

□ LEO Access light, super quiet 

□ Suitable for A50Q,A1 000, A2000 

CUMANA CAX 3S4 3.5" SECOND DRIVE 

□ 25mm Super slimline 3.5" drive 

A REAL BARGAIN AT ONLY...£89.95 

CUMANA CAX 1000S 5.25" SECOND DRIVE 

□ Amiga DOS and MS DOS compatible 

SAVE MORE THAN EVER...£1 29.95 

HARWOODS SUPERSLIM 3.5" SECOND DRIVE 

□ Extra storage and great value too! 

'SUPERLIM PRICE' ONLY...£69.95 



8806 PROFESSIONAL £749.00 Mono, 650 scon lines. P349.9S 



ACCESSORIES 

COMMODORE 

A 501 RAM PACK £Ufe*5 

GENUINE CBM ram pack with real time battery backedclock. This 
add-on DOES NOT invalidate Commodore's warranty. 

A520 TV MODULATOR £19.95 

QUALITY ACCESSORIES 

QUALITY MICROSWITCHED MOUSE £34.95 
FLOPPY DISKETTES 

QUALITY CERTIFIED 3.5" BULK DISKS (supplied with labels)] 
Ten, with library case 1 . 1' M ' U-f M £9.49 

Ten. uncased ■ IhIj- M £&-49 

Eighty, uncased BmW I £49 ' 95 

Hundred, uncased FlEwi'lTlWl £59.95 

Eighty with LOCKABLE storaqe cose £54.95 



PRINTERS 

AH printers in our range are Dot-Matrix 
ana include the following features 

Standard Centronics parallel port 
for direct connection to Amiga, -^ESBSmS 
PC s, ST etc. and come with... :H«S3^£S 
FREE CONNECTOR CABLES! MYwT 

STAR LC10 - 120/25 
Our most popular Mono Dot-Matrix printer 
and at a super low price 



£169.95 



STAR LC10 Mkll - 150/30 cps 

Brand new superfast Mkll version of the ever 

popular LCI 0 printer. 

□ Multiple font options from front panel 

□ Excellent paper handling 

□ Simultaneous, continuous and single 



sheet stationery 



£184.95 



STAR LC10 COLOUR - 120/25 cps 
Colour version of the LOO... 

□ Allows full colour dumps from Amiga 

□ Superb text quality 

□ Can use black LCI 0 ribbons 
-J Our most popular colour printer! 

STAR LC 24 10 - 180/60 cps 

24 Pin version of the Star LC Series with 

□ Exceptional letter print quality 

STAR XB24 10 COLOUR - 240/80 cps 

Very fast LQ 24 Pin Colour . 

□ Includes FREE on-site maintenance 
for a FULL 12 MONTHS! 



£209.95 



£249.95 



£479.95 



CITIZEN SWIFT 24 PIN COLOUR - 160/50 cps 

The MOST competitive 24 Pin 

Colour Printer available Today! ! ! £349.95 

CITIZEN 1 20D - 1 20/25 cps 2 YR WARRANTY 
Very reliable low cost printer, interchangeable interfaces 
available for Centronics RS 232 or Serial Type for 
CBM 64 etc. £149.95 

COMMODORE MPS 1550 - 120/25 cps 

NEW...NEW...NEW, 9 Pin Colour Printer 
-1 Compatible with both Amiga and • 
Commodore 64/128 Computers £249.95 

Characters Per Second speeds quoted are Draft /LQ at lOcpi 

All our Star printers are genuine UK spec, which are specifically 
manufactured for sale in the UK only. European spec, versions are 
being unofficially imported against tne wishes of Star Micronics UK. 
These printers DO NOT carry a Star UK warranty, and WILL NOT BE 
serviced by them should the need arise. UK specification printers may 
be recognised by their 3-Pin UK type moulded plug. 



^SOFTWARE 

X-CAD DESIGNER £99.95 

Perfed choke in Computer Aided Design ( 1 Mb required) 

PUBLISHERS CHOICE £89.95 
Complete solution fof DIP neeaS contains .... 

KindWor ds V2 WP Package, Pogewtter VI .2 with Artists Choice dip art ond Headfiner Font Pock 

AfWS £89.95 
Adyonced Midi Amjgo SGmpler, High Quality Sound Sampler & Midi Interface 
Including ofl necessary Software 

AEGIS £49.95 

Graphic Siorter Kit inc. Aegis Draw, Animate, Imoges, Oip-Arl ond 
Arizock'sTomb (adventure game) 



IR ORDER HOTLINE - 0773 836781 




VISIT OUR SHOWROOM 

Please call to see us where our full range of advertised products, 
AND MORE, is on sale. Come and see for yourself the amazing Amiga 
and a whole host of peripherals, software and accessories. 

REMEMBER, WE ARE NOT JUST ANOTHER 
MAIl ORDER COMPANY. 

All listed prices are what YOU PAY, and there are NO HIDDEN EXTRAS! 
VAT and postage are included and prices are correct at time of going 
to press (Pack details may vary from time to time). E & 0 E. 

Offers are subject to availability and are currently advertised prices. 



as; 




A61 Chesterfield 



HARWOODS 
Htqh St, Alfreton 



South 



A38 
Monsfield 



Ml Jctn28 



A38 



Somercotes 



OPEN: Mon-Sot, 9am to 5.30pm 
Wed, 9om to 1pm. Sun, CLOSED 



Ml South 



GORDON 
HARWOOD 

HARWOOD 




GORDON HARWOOD COMPUTERS 

DEPT, Z AP/B4, 69-71 HIGH STREET 
ALFRETON, DERBYSHIRE, DE5 7DP 
TEL0773 836781 FAX:0773 831 040 




QUAKE IN THE SHADOW OF 
SLY SPY SECRET AGENT 



THE ARCADE 
ACTION THRILLER 
NOW FOR YOUR 

HOME MICRO. 








■ 





Ocean Software Limited 6 Central Street 
Manchester M2 5NS Telephone: 061 832 6633 
Telex: 669977 OCEANS C Fax: 061 834 0650 



